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Tus Author of this Treatiſe did promiſe, if it 
1 met with approbation, to make an Addition 
to it by way of APPENDIX, Which. he has done 
accordingly; | | 
It is neceſſary to. premiſe, that hols. who intend, 
to read this, "Treatiſe, are deſired to peruſe the fol- 
lowing. Calculations; and they, need only charge 
their Memories with thoſe that are marked with a 
NM. B. upon which the whoſe Reaſoning, of this, 
Treatiſe depends. 


Calc: ULATIONS, direfting with moral Certainty, 
bow to play well any Hand or Come, by, ſhewing 
the Chances of your Partner” having 1, 2, or 3 
cert ain Cards, 


Par ExAMPLi. 


I would know 1 is the Chance of his having 
one certain 1 Card. wy þ 
e e againſt for 
40 ny him. 152 


That he has it not, is N. B. 2 fo 1 


5 for him, to 378 againſt him, or about 


2 A ſhort Tauarise on 


II. I would: know what is the Chance of his 
having two certain Cards? 


Anſwer. againſt tor 

25 him. him. 

That he has one of them only, is 31 to 26 
That he has not both of them, * 2 


But that he has one or both 1 is about 5 * 


te 4, o B. 133 32 


III. I would alſo Exod what are the Chances 
of his having three certain Cards? 


Anſwer. 8 for againſt 


him. him. 


That he walks 1 of them only, „is 325 


That he has not 2 of them only, is | 
156 for him to 547 againſt him, or about 
That he has not all 3 of them, is 22} 
for him to 681 againſt him, or about 4 


But that he has 1 or 2 of them, is 481 | 8 

for him to 222 againſt him, or about 5 
And that he has 1, 2, of all 3 8. * 
them, is about N. B. 5 * 


An Ear lication and Arblicetion if the Cal, vlatione, 


© neceſſary to be underſtood by theſe who are to read 
this Treotiſe. 


Firſt CALCULATION. 


II. is 2 to I that my Partner has not one certain 
Card. 


To apply this Calculation, ict us ſuppoſe the 


right hand Adverfary leads a Suit, of which you 


have the King, and one ſmall Card only, you may 
obſerve that it is 2 to I by putting on your King, 


that the left-hand Adverſary cannot win it. 
Again, 
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| the GAME of WIS r. | 2 
Again, let us ſuppoſe that you have the King, 


and three ſmall Cards of any Suit, likewife- the 


Queen, and three ſmall Cards of any Suit, I would 
know which is the beſt Suit co lead from; Anſwer, 
from the King, becauſe it is 2 to 1 that the Ace 
does not lye behind you; but it is 5 to 4 that the 
Ace or King of any Git lies behind you, and con- 

ſequently, by leading from your Queen-ſuit, you 
play to a diſadvantage. , 
24. CALcULATION. It is 33 to 4 at leaft that 

your Partner has 1. Card out of any 2 certain Cards; 
the like Odds is in favour of your right-hand and 
left-hand Adverſaries; therefore, fuppofe you have 
2. Honours in any Suit, and knowing it is 5 to 4 
that your Partner holds one of the other 2 Honours, 


vou do by this Knowledge, play your Game to a 


greater degree of Certainty. e 
Agam, let us ſuppoſe that you have the Queen 

and 1 ſmall Card in any Suit onl\, and that your 

right hand Adverſary lead that Suit, if you put on 


your Queen, it is 5 to 4 that your leit-hand Ad- 


verſary can win it, and therefore you play 5 to 4 to. 
your Diſadvantage. n 
34. CALCULATION. It is 5 to 2 that your 


Partner has one Card out of any 3 certain Cards. 


Therefore, ſuppoſe you have che Knave and 1 
ſmall Card dealt you, and that your right-hand 
Adverſary leads from that Suit, if you put on the 


Knave, it is 5 to 2 that your leſt-hand Adverfary | 


has either Ace, King, or Queen of the Suit led, 
and therefore you play 5 to 2 againſt y ourſelf; be- 
ſides, there is a further Conſideration, by muking a 


Diſcovery to your right-hand Adverſary, ke fineſ- 
ſes upon your Partner throughout that whole Suit. 


And in order to explain the Neceſſit y there is of 


putting the loweſt of Sequences in all the Suits led, 


B 2 let 


let us ſuppoſe that your Adverſary led a Suit, of 
which you have King, Queen, and Knave, or 
Queen, Knave, and Ten; by putting on your 

Knave of the Suit of which Oo bave King, Queen, 
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and Knave, it gives your Partner an Opportunity 
of calculating the Odds for and againſt him in that 
Suit, and alſo in all inferior Suits of which you" _* 
" have Squences. 
A farther Uſe to be made of the foregoing Cal. 
culation: let us ſuppoſe, that you have the Ace, 
King, and 2 ſmall Trumps, with a Quint-major 
or 5 other winning Cards in your hand in any Suit, 
and that you have played Trumps two Rounds, _; 
and that each Perſon followed Trumps; in this 
Caſe, there are 8 Trumps out, and 2 Trumps re- 
maining in your Hand, which make 10, and 3 
Trumps which are divided between the remaining 
3 Players, of which 3 Trumps the Odds is 5 to 2 
in your Favour that your Partner has 1 ; and there- 
fore out of ) Cards in your Hand, you are intitled 
to win 5 Tricks. 1 


done CompurTATIONS for laying of your Meney 
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| With the PEAIL. 5 
8 to 7 is above „5 is 3 to 2 
9 7 15 about — eee 323 Jo 8 


8 to , upon the beſt Computation made at pre- 


fent, is about 3 and a half in the Hundred, in fa- 


Vor of 8 with the Deal: Againſt the Deal, the 


Odds is ſtill, though ſmall, in favour of 8. 
CHAP. I. 


Some GENERAL RutEs to be obſerved by Be- 
„5 GIN NE Rs. | 
3 1 | ; 
WEN you lead, begin with the beſt Suit in 
your Hand; if you have a Sequence of 
King, Queen, and Knave, or Queen, Knave, and 
Ten, they are ſure Leads, and never fail gaining 
the Tenace to yourſelf or Partner in other Suits ; 
and begin with the higheſt of the Sequence, unleſs 
ou have 5 in Number: In that Caſe play the 
lowelt (except in Trumps, when you muſt always 


3 


play 
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1 50 play the higheſt) in order to get the Ace or King 
out of your Partner's or Adverſary's Hand, by 
which means you make Room for your Suit. 
lf you have 5 of the ſmalleſt Trumps, and not 


* 
a 


I LEN 


one good Card in the other Suits, trump out, 
which will have this good Conſequence at leaſt, to 
make your Partner the laſt player, and by that 


nt 


Means gives him the Tenace. 
If you have 2 ſmall Trumps only, with Ace and 
King of two other Suits, and a Deficiency of the 
flöourth Suit, make as many Tricks as you can 
immediately; and if your | Sg refuſes either of 
your Suits, do not force him, becauſe that may 
peaken his Game too much... g. 

> You need ſeldom return your Partner's Lead, if 
you have good Suits of your own to play, unleſs it 
de to endeavour to ſave. or win a Game: What is 
meant by good Seits, is in caſe you ſha!l have Se- 
gquences of King, Queen, and Knave, or Queen, 

Kaare, and Ten. 

If you have each 5 Tricks, and you ate aſſured 
" of getting 2 Tricks, in your own Hand, do not 
fail winning them, in expeQation of ſcoring 2 that 
Deal; becauſe, if you loſe the odd Trick, it 


makes 2 difference, and you play 2 to 1 againſt 
%% ⁰ ͤ—. Doe orepn 30g wor netto 
An Exception to the foregoing Rule is, when 
you ſee a probability either of ſaving, your Lurch 
or winning the Game, in either of which Caſcs 
27 you are to riſk the odd Trick. EF 
== :: | 5 VI. 


LIN 24-77 VI. EEK 30 
_ When you have a Probability- of! winning the 
Same, always riſk a Trick or: two, becauſe the 
Share of the Stake, which your Adverſary has by 

i a new:Deal, will! amdunt to more than the Pont 
0 or two which you riſk by that Daa... 
th The” foregoing” Caſe refers to Chap. VI. Caſe 
75 2, 3, 4 5, 6. :.. 7; IHC: 06" Bi 
Es VII. I 

If your Adverſary is 6'or ) Love, and you are 


to Lead, your: Buſineſs in that Caſe is to riſk! 2 
|; tl Trick or two, in hopes of putting your Game up- 


3 
5 N * %, 
8. A ori TpzarIsE of 1 
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—— 


—— 


3j — — 


on an Equality; therefore, admitting vou have the 
j Queen or Knave, and. 1 other Trump; and no 
| good Cards in other Suits, play out your Queen 
or Knave of Trumps, by which Means you wilt | 
ſtrengtken your Partner's Game, if he is ſtrong in 
Trumps; if he is weak, you do him no Injury. 


VIII. 

If you are 4 of the Game. you muſt play for 
an odd Trick, beoauſe it ſaves one half of! the 
J Stake Which you play: for; and, in order to win 
40 the odd Trick, though you are pretty ſtrong in 
N Trumps, be cautious how you trump out. What 
| is meant by Strength in Trumps, is, in cafe you 

mould have 1 Honour and 3 Trumps. | 
If you are ꝙ of the Game, and tho? very ſtrong 
. 8 if you obſerve your Partner to have a 
Chance of trumping any of your Adverſary's Suits, 
in: that Caſe do not trump out, but give him an 
1 Opportunity of trumping thoſe Suits. If your 
11 Game is ſcored” 1, 2, or 3, you mult play the 

q Reverſe; and alſo at 5, 6, or 7; beeauſe in theſe 

| | | ; | | two. 
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F two laſt recited Caſes. you will play for more than 00 


I Point. 85 
If you are laſt, Player, and find that the thind 
Hand cannot put on à good Card to his Partner's 
laat. admitting yau to have no good Game of 
your own to play, return the Lead upon the Ad- 
verſary, which gives yaur Partner the Tenace in 
1 that Suit, and often obliges the Adverſary to 
5 change Suits, and conſequently gains the Tenace 


XI. 


0b It you have Ace, King, and four ſmall Teumps, | 


begin with a ſmall one; becauſe it is an equal 
Wager that your Partney has a better Trump than 


1 the laſt Player; if ſo, you have three Rounds of 


b Frumps; if not, you cannot» fetch out all the 


Trumpzs. N 


. If you have hes: King, Knave, and ha ſmall 


- Trumps, begin with the King, and then play the 
Ace, (except one of the Adverſaries refuſes 
Trumps) becauſe the Odds is in your fa voui, that 


the Queen falls. 


by. A. 


5 9 1 VII. Da c N 3. 


2 begin with a ſmall one, becauſe the Odds 


5 If you have King, Queen, 1 fone fmall 


Pare on your fide that your Partner has an Honour. 


* 7 F 
4 5 F k 


If you have King, Queen, Ten, and three ſmall 
Trumps, begin with the King, becauſe you have 
2 fair Chance that the Knave falls in the ſecond 
Round, or you may wait to fineſſe your Ten upon 
the Return of Trumps from your Partner. 


10 A foort TREATIS E on 
. N 
If you have Queen, Knave, and four emal 


Trumps, begin with a {mall one, becauſe the Odds 


is in your favour that your Partner has an Honour. 
. 25 
If you have Queen, Knave, Nine, and three 


ſmall Trumps, begin with the Queen, becauſe you b 


have a fair Chance that the Ten falls in the ſecond 
Round; or you may wait to fineſſe the Nine. 
Refers to Chap. VII. Caſe 1, 2, 3. 

XVII. 
If you have Knave, Ten, and four ſmall 


\ Trumps, begin with a ſmall one, for the Reaſons 
hn wage in No. 15. 
XVII. 


If you have Knave, Ten, Eight, 401 three 
Cmall Trumps, begin with the Knave, in order to 
pre vent the Nine from making a Trick, and the 
Olds are in your favour that the three Honours 
fall in two Rounds. 
XIX. 


Tf. you have fix Trumps of a Mas Denomina- 
tion, you are to begin with the loweſt, unlefs you 
fh>uld have Ten, Nine, and Eight, and an Ho- 
nour turns up againſt you; in that Caſe, if you 
are to play through the Honour, begin with the 
Ten, which obliges the Adverſary to play his Ho- 
nour to his Diſadvantage, or leave it in your Part- 
ner's ad, 50 whether = * paſs it or not. 

If you have Ace, King, and three ſmall T rumps, 
| begin with a ſmall one, for wel Reaſons aſſigned 


| in No. 15. 2 


It you have Ace, K:ng, and Knave, and two 
. ſmall 
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the GAME of WRnIs T. 11 
ſmall Trum „begin with the King, which, next 
to a moral ertainty, informs your Partner that 
u have Ace and Knave remaining; and, -4 
putting the Lead into your Partner's Hand, 


plays you a Trump, upon which you are to fneſſe | 
the Knave, and no ill Conſequence can attend ſuch 


Play, except the Vs en lies behind you 2 80 
P- 


Refers to Cha II. Ln * 2. 

If you have Ka, uy and three ſmall 
Trumps, begin with a {mall one, tor the aihgned 
Rea" ons in No. 15. | 

XXIII. 


1 you have King, Queen, Ten, and two ſmall. 
Trumps, begin with the King, tor the Realons 
aſhzned i in No. 21. 

F NKLV. 5 

1f you hore Queen, Knave, and Abet ſmall 
Trumps, begin with a ſmall one, for the Realons 
agate in No. 15. | 

XXV. 


It you han Queen, Knave, Nine, a two 
mall Trumps, begin with the Queen, for the 
Reaſons aſſigned in No. 16. 

: XXVI. 

1 you have Knave, Ten, and three ſmall ; 

Trumps, be a with a ſmall one, for the Rezions 


aligned | in No. 15. 
XXVII. t 
It you have Knave, 'Ten, Eight, and two ſmall 


Trumps, begin with the Knave, becauſe in two 
Rounds of 'Trumps, it is Odds but that the Nine 


falls; or upon the Return of Trumps from your 
Partner, yeu may fineſſe the Eight. 
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| XXVIII. | 

If you | have five Trumps of a lower Denomi- 
mation, it is the beſt play to be egin with the low- 
eſt, unleſs you have a Sequence of Ten, Nine, 
and Eight; in that Caſe begin with the Tough of 


#he 8 
. 

If you have Ace, King, and two ſmall Trips, 

begin with a ſmall one, for the Reaſons aſſigned 


1 15. 
XXX. 


C7; you JP Ace, King, Knave, and one ſmall 


T rump, begin with the Tx for the Reaſons 
afhigned | in No. 21. 
NN XI. 


IE you have King, een, and two ſmall 
'F rumps, begin with a ſmall one, for the Reaſons 


Alligied' in No. 15. 
| XXXII. 


If you have King, Queen, Ten, and one e ſmall 
Trump, begin with the King, and wait for the 
| Return of "Trumps from your Partner, when you 
Are to fine ſſe your Ten, in order to win the s. 
XXXIII. 
if you have Queen, Knave, Nine, and one 
ſmall Trump, begin with the Queen, in order to 
pre vent the Ten from making a Trick. 
XXVXIV. 
If you have Knave, Ten, and two ſmall Trumps, 
begin with a ſmall one, for the Reaſons aged 


an No. 5. 
XXXV. | 
If you have Knave, Ten, Eight, nod one ſmall | 
Trump, begin with the Knave, in order to pre- 
vent t the Nine from making a Trick. 
XXXVI. 


XXXVII. 


16 , ou have Ten and three ſmall Trumps, be= 


Zin with a ſmall one. 
"3: e e 8. 


Some Part ICULAR RuL ES 73 be obſerved.” ; 
. | 


ir you have Ace, King, and four ſmall Trumps, 
I with a good Suit, you muſt play three Rounds 
of Trumps, otherwiſe you may have your ſtrong 


| Suit trumped. 
3 


If you have King, Queen, and four ſmall 
Trumps, with a good Suit, trump out with the 


King, becauſe when you have the Lead again, 
you will have three Ronnds of Trumps. 
„ RT 


If you have King, Queen, Ten, and three ſmall 
Trumps, with a good Suit, trump out with the 


King, in expeCtation of the Knave's falling at the 
ſecond Round; and do not wait to fine ſſe the Ten, 
for fear your ſtrong Suit ſhould be trumped. 


If you have Queen, Knave, and three ſmall 


Trumps, with a good Suit, trump out with a 


{mall one. 


If you have Queen, 
ln. all Trumps, with a ue Suit, trump out with 


the Gann of Warr. If 


Trump, begin with the Ten, which leaves it in 
your Partner s Diſcretion, whether he will paſs or 


; Knaye, Nine, and two- 


the 


* 
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the Queen, in Expedtation of the Ten's falling at 
the ſecond Round; and do not watt to fineſſe the 


Nine, but trump out a ſecond time, for tlie Reaſons 


aſſigned i in Caſe III. in this Chapter. 

If you ave Knave, Ta, and three final! 
Trumps, with a good Suit, ma out with a 
{mall one. 

VI. 


If you have Knave, Ten, Eight, and two ſmall 
Trumps, with a good Suit, trump out with the 
Knave, in Expectation of the Ninc's falling at the 
ſecond Round. 

vm. 


It you have Ten, Nine, Eight, ond. one ſmall. 
Trump, with a good Suit, trump out with the 


Ten. 


CHAP. III. 


ParTICU ULAR Gamzs, and tbe „ in dieb 
they are te be flayed, after à Lierner bas made 


;; Jo Progre/s 1 in the Gam: 


"UPPOSE you are elder Hand, and that 
your Game conſiſts of King, Queen, and 


Knave, of one Suit, Ace, King, Queen, and 


two ſmall Cards of another Suit, King and Queen 
of the third Suit, and three ſmall Trumps : Syere, 


How is this Hand to he played? You are to begin 


with the Ace of your beſt Suit (or a Trump) 


which informs your Partner that you have the 


Command of that Suit; but you are not to pro- 


ceed with the King of the fame Suit, but you 
muſt play a Trump next; and if you find your 
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the Gam of WuisT. 


Partner has no ſtrength to ſupport you in Trumps, 
and that your Adverſary plays to your weak Suit, 


viz. the King and Queen only, in that Caſe play 
the King of the Suit which belongs to the beſt 


Suit; and:jf you obſerve a Probability of either of 


your Adverſaries being likely to trump that Suit, 
proceed then and play the King of the Suit of 
which you have King, Queen, and Knave. If 
it ſhould ſo happen, that your Adverſaries do not 
play to your weakeſt Suit, in that Caſe, though ap- 

parently your Partner can give you no Aſhſtance 
in Trumps, purſue your Scheme of trumping out 
as often as the Lead comes into your Hand; by 
which Means, ſuppoſing your Partner to have but 
two Trumps, and. that your Adverſaries have four 
each, by three: Rounds: of Trumps, there remain 
only two Trumps againſt you... | be 


"Rid Fund. 


4 | Suppoſe von have Ace, King, Queen, and one 


ſmall Trump, with a Sequence from the King cf 
five in another Suit, with other Cards of no Value. 
Begin with the Queen of Trumps, and purſue the 
Lead with the Ace, which demonſtrates to your 

Partner that you have the King: And as it would 
be bad play to purſue Trumps the third Round, 
till you have firſt gained the Command of your 
great Suit, by ſtopping. thus, it likewiſe informs 
Pour Partner that you have the King and one 
Trump only remaining; hecauſe, if you had Ace, 
King, Queen, and two Trumps more, and Trumps 
went round twice, you could'receive no Damage 


by playing the King the third Round. When you 


lead your Sequenee, begin with the loweſt, becauſe 


if your Partner has the Ace, he plays it, which. 


3 makes. 
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ſtrong Suit forces their beſt Trumps, and you 
a Probability of making the odd Trick in your own 
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makes room for your Suit. And fince you have 
It your Partner into the State of your Game, as 
on as he has the Lead, if he has a Trump or two 
remaining, he will play Trumps to you, with a 
moral Certainty that your King clears your Adver- 
ſaries Hands of all W . 
3 Second Player. 5 
Suppoſe you have Ace, King, and two ſmall 
Trumps, with a Quint major of another Suit; in 


the third Suit you have three ſmall Cards, and in 


the fourth Suit one. Your Adverſary on your right 


Hand begins with playing the Ace of your weak 


Suit, and then proceeds to play the King: in that 
Caſe, do not trump it, but throw away a loſing 
Card, and if he proceeds to play the Queen, throw 


away another loſing Card; and do the like the 

fourth Time, in hopes your Partner may trump it, 
who will in that Caſe play a Trump, or will play 
to your ſtrong Suit: if | | 


Trumps are played, go on 
with them two Rounds, and then proceed to play 
your ſtrong Suit, by which Means, if there happen 


to be four Trumps in one of your Adverſaries 


lands, and two in the other, which is nearly the 


Caſe, your Partner being titled to have three 


Trumps out of the nine, confequently there remain 
only fix Trumps between the Adverſaries ; our 
ave 


Hand only ; whereas if you had trumped one of 


_ your Adverſaries beſt Caids, you had ſo weakened 


__ Hand, as probably not to make more than 


ve Tricks witteur your Fanner's er. 
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the Game 
Suppoſe jou have Ace, Qu 


Trumps; Ace, Queen, Ten, and Nine of ano- 

ther Suit; with two ſmall Cards of each of the 
other Suits: Your Partner leads to your Ace, 
Kunave, Ten, and Nine; and as the Game re- 
gquires rather to deeeive your Adverſaries, than to 
inform your Partner, put up the Nine, which na- 
turally leads the Adverſary to play Trumps, if he 
vins that Card. As ſoon as Trumps are played 

d ic you, return them upon your Adverſary, keeping 
the Command in your own Hand. If your Ad- 

verſary who led Trumps to you, puts up a Trump 

which your Partner cannot win, if he has no good 
gBauit of his own to play, he will return your Part- 
ner's Lead, imagining that Suit lies between his 
Partner and yours; if this Fine fe of yours ſhould 

ſucceed, you will be a great Gainer by it, but 
"ſcarcely poſſible to be a 3 


Loſer. 
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5 5 ave none, trump it, and then play the loweſt 
pf your Sequence, in order to get the Ace either 


. 


ueen, and three ſmall 


4 Suppoſe you have Ace, King, and three ſmall 
Trumps, with a Quart from a King, and two 
> {mall Cards of another Suit, and one ſmall Card 
F 


not over-trump him, which may 82 loſe 


22 
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out of your Partner's or Adverſaries Hand; . which 
accompliſhed, as ſoon as you get the Lead, play 
two Rounds of Trumps, and then proceed to 
play your ſtrong Suit. Inſtead of your Adverſa- 
ries paying to your weak Suit, if he ſhould play 


Trumps, do you go on with them two Rounds, 
and then proceed to get the Command of your 


ſtrong Suit, but you. will ſeldom find this laſt Me- 
thod e e by moderate Nope. 


CHAP. IV. 


| Games to be FT with certain Obſervations where- 


by you are aſſured that yaur Partner has no more 
bras tbe Suit a either by PRIN or bim. 


Firf Example. 
10 p P 0) SE vou lead from "Be Ten, Nine 
I and two ſmall Cards of any Suit; the ſecond 
Hand puts on the Knave, your Partner plays the 
Eight; in this Caſe, yon having Queen, Ten, 


and Nine, it is a Demonſtration, if he plays well, 
that he can have no more of that Suit. There fore, 


by that Diſcovery, you may play your Game ac- 
— either by forcing him to trump that 
Suit if you are ſtrong in Trumps, or * playing 
bene other Suit. 1 
Second Example. _ 
Suppoſe you have King, Queen, and Ten of 3 


Suit, and you lead your King, your Partner plays 
the Knave, this demonſtratgt he has no more of 


Sat er 
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"= have Ace, Os and three (mall oues; the 
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bird Example „ which varies from the two 
'I former. 
Su ſe you have King, Queen, and many 
n — a e and rw rc the King, wy 
ſome Caſes it is good play in a Partner, when he 
has the Ace and one ſmall Card in that Suit only, 
dc win his Partner's King with his Ace, for, ſup- 
3 1 Lg he i is very ſtrong in Trumps, by taking his 
"Partner's King with the Ace, he trumps out, and 
aſter he has cleared the Board of Trumps, he re- 
turns his Partner's Lead, and having parted with 
he Ace of that Suit, he has made room for his 
Partner to make that whole Suit, which poſſibly 
Fould not have been done if he had 812 the Com- + 
| 3 and in his Hand. 7 
And ſuppoſing his Palder Has no other OY n 
Card in his Hand beſides that Suit, he loſes no- 
"thing by the Ace's taking of his King; but if it 
mould ſo happen that he has a good Card to 
bing in that Suit, he gains all the Tricks which 
be makes in that Suit, by this Method of Play; and 
s your Partner has taken your King with the Ace, 
and trumps out upon it, jou have Reaſon to judge 
ou he has one of that Suit to return you, therefore do 
1 hs ot throw away any of that Suit, even to dent : 
"3 ing or Qeen guarded. 


CHAP. V. 


10 | 
5 


1 0 eta 5 bath to endeavour to deceive and 


1 1 9 7 your Adderſariet, and to demonſtrate yur 
= Gare to your Partner. | 
BM Firſt Pxample. e 
3 8 UP p 0 8 E I play the Ace of a Suit of which 


laſt 
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J muſt not play out the King, but keep the Com- 
mand of that Suit in my Hand by playing of a 7X7 
ſmall one, which I muſt do in order to weaken his 
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8 OSE Clubs to be Trumps, a Heart is 


then to judge his Hand is compoſed of Trumps 


and, being too weak in Irumps, you dare not force 


laſt Player does not chuſe to trump it, having none 
of the Suit; if I am not ſtrong enough in Trumps, 


1 Hlecond Example. ; "= F 
If a Suit is led of which I have none, and a 


moral Certainty that my Partner has not the beſt 
of that Suit, in order to deceive the Adverſary I ! 
throw away my ſtrong Suit; but to clear up 
Doubts to my Partner, when he has the Lead! 


throw away my weak Suit. This Method of Play 
wilt generally ſucceed, unleſs you play with very 
good Players, and even with them, you will of:ncr 
gain than loſe by this Method of Play. 7% 


CHAP. vi. 


Particular Games ta be played, by which you run . 
| the Riſt of loſing one Trick, oaly, to gain three. 
Firſt: Bxample. * 


played by your Adverfary ; your Partner having } 
none of that Suit, throws away a Spade; you are 


and Diamonds; and ſuppoſe you win that Trick, 


him; and ſuppoſe you ſhall have King, Knave, 
and one ſmall Diamond; and further ſuppoſe your 
Partner to have Queen and five Diamonds; in 
that Caſe, by throwing out your King in your firſt 
Lead, and your Knave in your ſecond, your Part- 
ner and you may win five Tricks in that Suit; 
whereas if you had led a ſmall Diamond, and your 
PHD | Partners 


Partner's Queen having been won with the Ace, 


Jong Trump, yet, by playing a ſmall Diamond, 
and his long Trump having been forced out of his 
land, you loſe by this method of Play three 
mn  _ © Serond Example. s 

XX Suppoſe in the like Caſe of the former, you 


vered by the former Example; and ſuppoſe your 


ſtrong Suit; you having the Lead are to play 


2 — ant} pd er? 
op ca TB e "RED 


Jong Trump, by this Method he makes four Tricks 
in that Suit, but ſnould you play a ſmall one in 
that Suit, his Knave being gone, and the Queen 


(1 3 
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Hand obſtructs the Suit, by which Method of play 
you loſe three Tricks in that Deal. 
8 1 {bird Examtle. Fc 
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in order to make room for the whole Suit, we 


have had an Opportunity of throwing out the beſt 


and four ſmall ones, and that you have Queen, 


when 


Ih 
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the King and Knave remaining in your Hand, 
obſtructs his Suit: and though he may have the 


*Fhould have Queen, Ten, and one ſmall Card in 
„ * 1 | | : | 
your Partner's ſtrong Suit; which 1s to be diſco- 


Partner to have Kinave and five ſmall Cards in his 


pour Queen, and when you play again you are 
dio play your Ten; and ſuppoſe him to have the 


remaining in your Hand in the ſecond Round of 
playing that Suit, and the long Trump being for- 
iced out of his Hand, the Queen remaining in your 


In the former Examples you have been 1 
ſed to have had the Lead, and by that Means 


Caids in your Hand of your Partner's ſtrong Suit, 
WJ vill now ſuppoſe yonr Partner is to lead, and in 
the Courſe of play, it appears to you that your 
Partner has one great Suit; ſuppoſe, Ace, King, 


Ns Ten, Nine, and a very ſmall one of that Suit; 
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that Deal. 


Round your King; this Method is to prevent a 
Poſſibility of obſtructing your Partner's great Suit. 


Suppoſe your Partner has Ace, King, and four 
{mail Cards in his great Suit, and that you have 


when he plays his Ace, do you play your Ten, 
and when he pla s the King, do you play your . 


one Trick to get four. 
of your Partner's ſtrong Suit, viz. Queen, Ten, 
Nine, Eight, and a ſmall one; and that your 


when your Partner plays the Ace, do you play 8 
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when your Partner plays the Ace, you are to play 


the Nine; when he plays the King, you are to pla 


the Ten; by which means you ſee, in the third 7 
Round, you make your ns and having a a 


ſmall one remaining, you do not obſtrut you. 


| Partner's great Suit; whereas if you had kept 


your Queen and Ten, and the Knave had fallen 
froin the Adverſaries, you had loſt two Tricks in 


Tiourtb Example. 
_ Suppoſe in the Courſe of Play, as in the former 
Caſe you find your Partner to have one great 
Suit, and that you have King, Ten, and a ſmall #7 
one of that Suit, your Partner leads the Ace, in 
that Caſe play your Ten, and in the ſecond 


Vb Example. » 


Queen, Ten, and a ſmall Card in that Suit; 


Queen; by which Method of Play you only riſk 7 


. % „ inf þ 
We will now ſuppoſe you to have five Card. 


Partner has Ace, King, and four ſmall ones; f 


your Eight; when he plays the King, do you 
play your Nine; and in the third Round, no body 
having any of that Suit, except your Partner and | 
vou, proceed then to play the Queen, and __ : 
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the Ten; and having a ſmall one remaining, and 
your Partner two, you thereby | wg a Trick, 

which you could not have done but 


high Cards, and by keeping a fraall one to FOE 
to your Partner. 


ry turns up an Honour on your right Hand, with 
DIRECTloONs how to play when an Honour is 
turned up on your left Hand. Ix 


Fil E xample. 


right Hand, and that you have King, Queen, 
and Ten: in order to win the Knabe, hegm to 


= play with your King, by which Method of Play, 


your Partner may ſuppoſe you to have Queen and 
Len remaining, eſpecially if you have a ſecond 
Lead, -and that you do not proceed to oy” your 


Queen. 

V Second Example. | 
The Knave being turned up as before, ** that 
you have Ace, Queen, and Ten, by playing of 
your 2 it anſwers the like Purpoſe of the 
tormer Rule. 
"Third Exami 1 

If the Queen is turned up on your right Hand, 
and that you have Ace, King, and Knave, by 
playing your King, it anſwers the like Purpoſe of 
the tormer Rule. 


Fourth Example. 55 
Lußppeſe an Honour is turned up on your Jett. 
Hand, and ſuppoſe T0 Os hold no Honour, 
in 


playing the 


Particular Games te be Ee wa your ane | 


\UPPOSE E the Knave is turned vp on your | 


4 
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in that Caſe you are to play Trumps through that 
Honour; but in Caſe you ſhould hold an Honour 
(except the Ace) jou muſt be cautious how you 
play Trumps, becauſe, in Cafe your Partner holds 
no Honour, your Adverſary will Play your own 
Game upon you. 


CHAP. VII. f 


4 cler to ; demonſ ate the Danger of forcing your KC. 


Partner, 


UPPOSE A and B ps and that 4 
has a Quint-major in Trumps, with a Quint- 
major and three ſmall.Cards of another Suit, and 
that A has the Lead; and let us ſuppoſe th Ad- 
verſaries C and D to have only five Trumps in 
either Hand: In this Vale, A "ring. the Lead, 

wins every N 45 


Suppoſe, on. the contrary, C has five ſmall 
Trumps, with a Quint-major, and three ſmall 
Cards of another Suit, and that C has the Lead, 
who forces A to trump firſt, by which means 4 
wins only five Tricks. n 3 


ACass to demonſtrate the Advantage by a Saw, 
Suppoſe A and B Partners, and that 4 has a 
Quart-major in Clubs, they being Trumps, ano- 
tber Quart-major in Hearts, another Quart. major 
in Diamonds, and the Ace of Spades: And let us 
ſuppoſe the Adverſaries C and D to have the fol- 
lowing Cards, viz, C has four Trumps, eight 


Heat and one Spade; D has five Trumps aye 
eight 


? the Game of WursT. 25 
[1 eight Diamonds; C being to lead, p'ays an Heart, N 
D trumps it; D plays a Diamond, C trumps it; 
and thus purſuing the Saw, each Partner trumps a 
Quart-major of 4's, and C being to play at the 
ninth Trick, plays a Spade, which D trumps ; thus 
TC and D have won the nine firſt Tricks, and leave 
A with his Quart-major in Trumps only. _ 
"ZZ The foregoing Caſe ſhews that whenever you 
gain the Advantage of eſtabhſhing a Saw, it is 
your Intereſt to embrace it. . 


[lu bat follows in this Treatiſe is the Aidition pre- 


EH AP. IX; 


"0 Kd Containing Variety f Casg $1 intermixed ö with 

= CALCULATIONs, ; demon/irating when it is pro- 
> per, at ſecond Hand, to put up the King, Queen, 
= MHnave, or Ten, with one ſmall Gard of any Suit, - 


pos you have four ſmall Trumps; in the 
O three other Suits you have one Trick ſecure in 
each of them; and ſuppoſe your Partner has no 
Trump, in'that Cafe the remaining nine Trumps 
muſt be divided between your Adverſaries, ſup- 
poſe five in one Hand, and four in the other, as 
often as you have the Lead, play Trumps; and 
ſuppoſe you ſhould have four Leads, in that Caſe, 
you ſee your Adverſaries only make five Tricks 
out of nine 'Trumps; whereas if you had ſuffered 
them to make their Trumps ſingle, they might 
poſſibly have made nine Tricks.. 

e Ss” | PR By 


trump 
or win a Game. 
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Yet there is an Exception to the foregoing Rule ' 
becauſe if you find in the Courſe of Play that your 


Adverſaries are very ſtrong in any particular Suit, 


and that your Partner can give you no Aſſiſtance 
in that Suit, in ſuch a Caſe you are to examine 
your on, and allo your Adverfaries Scores, be- 


cauſe by keeping one Trump in your Hand to 
uch Sun, it may be either a means to fave 


n. 


Fe” Suppoſe you have Ace, veen, and two ſmall. 
Cards of any Suit; your right Hand at" ue 


that Suit ; in that Caſe, do not put up your Queen, 
decauſe it is an equal Wager that your Paitner has 


a detter Card in that Suit than the third Hand; if 


fo, you have the Command ot that Suit. 


An Exception to the foregoing Rule is in caſe 
: wo want the Lend, that you are to put up your 
_ Queen, : 


OS 
Never chooſe to lead from King, Knave, and 


dne ſmall Card in any Suit, becaufe it is 2 to 1 that 


your Partner has not the Ace, and allo 32 to 25, 


or about 5 to 4, that he has Ace or Queen; and 
 theretere as you have only about 5 to 4, in your 


Favour, and as you muſt have four Cards in forme 


ether Sui, ſuppoſe the Ten to be the higheſt, lead 
| that Svit, becauſe it is an equal Wager that your 


Partner has a better Card in that Suit than the laſt 
Plaver; and if the Ace of the firſt- mentioned Suit 
lies behind you, which is an equal Wager it ſhould 


o happen, in Caſe your Patiner has it not, in ths. 


Caſe, 


By this Example, you ſee the Neceſſity there is 
of taking out two Trumps for one upon moſt Oo. 
caſions. 
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his ſtrong Suit. 
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Caſe, on your Adverſaries leading this Suit, you 


probably make two Tricks in it by this Method of 


Play. | 

| Suppoſe in the Courſe of Play it appears to you, 
that your Partner. and you have four or five Trumps 
remaining, when your Adverſaries have none, and 
that you have no winning Card in your Hand, br. 
that you have reaſon to judge your Partner has a 
thirteenth Card, or ſome other winning Card in 


his Hand; in that Caſe 1855 a ſmall Trump, to 


put the Lead into his Hand, in order to throw 
away any loſing Card in your Hand, upon ſuch 
thirteenth or other good Card. 


"CHAP Xx. 


Some Directions for putting up ot ſecond Hand, 


| King, Queen, Knave, or Ten, of any Suit, &c. 


QUPPOSE you have the King, and one ſmall 
* 


Card of any Suit, and that your Right-hand 


Adverſary plays that Suit: if he is a good Player 


do not put up the King, unleſs you want the 
Lead, becauſe a good Player ſeldom leads from a 
Suit of which he has the Ace, but keeps it in his 
Hand (aſter the Trumps are played out) to bring in 


i ! on 8 I 

Suppoſe you have a Queen and one ſmall Card 
of any Suit, and that your Right-hand Adverſary 
leads that Suit; do not put on your Queen, be- 


_ eauſe ſuppoſe the Adverſary has led from the Ace 


and Knave, in that Caſe, upon the Return of that 


| Suit, your Adverſary fineſſes the Knave, which 
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is generally good Play, eſpecially if his Partner ha: 


1 the King, you thereby make your Queen; 
dut by putting on the Queen it ſhews, your Ad- 


verſary tbat you have no ſtrength in that Suit, and 
conſequenthſ puts him upon fine ſſing upon your 


Paitner throughout that whole Suit. 


III. 


5 Ti the former Examples you have been Tn. 


ed when it is thought proper to put up the King 


or Queen at ſecond Hand; you are likewiſe to ob- 
| ſerve, incaſe you ſhould have the Knave or Ten 
of any Suit, with a ſmall Card of the ſame Suit, 


it is generally bad play to put up either of them 
at ſecond Hand, becauſe it is five to two that the 


third Hand has either Acc, King or Queen of the 
Suit led; it therefore follows, that as the Odds 
againſt you are Hve to two, and though you ſhould 
ſucceed ſometimes by this Method of Play, yet in 
the mam you muſt be a Loſer, becauſe it demon- 


ſtrates to your Adverſaries that you are weak in 
that Suit, and conſequently they fineſs upon pour 
Partner throughout 3 ole Suit. 


Suppoſe you have Ace, King, and three ſmall | 
Cards of a Suit, your Tight-hand Adverſary leads 
that Suit; upon which you play your Ace, and 


your Partner plays the Knave, In caſe you are 
ſtrong in Trumps, you are to return a ſmall one 


in that Suit, in order to let your Partner trump it: 


And this Conſequence attends ſuch Play, viz. you 
keep the Command of that Suit in your own Hand, 
and at the ſame time, it gives your Partner an In- 
timation that you are ſtrong in Trumps; and there- 


fore, he may play his Game accordingly, either 
in attempting to cſtabliſh a Saw, or by trumpmg 
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*Y put to you, if he has either ſtrength in Trumps, or 
. dhe Command of the other Suits. 


2% "co 
Suppoſe A and B 's Game ; is {cored 6, the Ad- 


1 8 verſaries C and D is ſcored 7, and that 9 Cards 
| pre played out, of which 4 and B have won 7 


Friicks, and ſuppoſe no Honours are reckoned in 
that Deal; in this Caſe £4 and B have won the 
Wn Trick, which puts the Game upon an Fxqua- 


 phity; and ſuppoſe A to have the Lead, and that 4 


Pas two of the ſmalleft Trumps remaining, with 


4 two winning Cards of other Suits; and fuppoſe ( 
and D have the two beſt Jrumps between them, 


"with two other winning Cards in ther Hands, 
> 2©1ry, How are you to play this Game? It is 11 
"2 3 that C has not the 2 Trumps ; and likewiſe, 
br 0! to 3 that D has them not: Ihe Odds being ſo 
much m 4s favour to um the whole ſtake, it is his 
Intereſt to play a Trump; for ſuppoſe the flake to 
5 be 70/. depending, A wins the whole Nake, if he 
fucceeds by this Method of Play; but ſhould he 
play the cloſe Game, by forcing C or D to tramp 
Feſt, he having won the odd Trick already, and 
pdeing ſure of winning two more in his own Hand, 
y this Method his Game will be fcored 9 to 7, 
hich is about 3 to 2, and therefore, 4's ſhare of 
he Jol will amount only to 42“. and, by this Me- 
od, 4 only ſecures 7. Profit; but in the other 
"Eaſe, upon fuppoſition that I and B have 11 to 3 
pf the ſtake de pending, as aforeſaid, by playing 
"3 His 6g he is intitled to 55“. ont of the Ling | 
1 ing. 

fie bas Caſe boing duly attended to, 
may) be applied to the like Purpoſe. > in other Parts 


the Game. 
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CHAP. Xl. 


Some DIS Rc TIONS Dow to play when an Aer, 
King, or Queen, are turned Fu on your Right. ; | 


Hand, &c. 


n the Ack i 1s turned up on your Right 


hand, and that yon have the Ten and Nine 


of Trumps only, with Ace, King, and Queen of 
another Suit, and eight Cards of no Value. Ber 1 
How muſt this Game be played? Begin with the 1 
Ace of the Suit of which you have Ace, King ant | 
Queen, which is an Information to your Panne 
that you have the Command of that Suit; then 


play your ten of Trumps, becauſe it is five to tut 


that your Partner has King, Queen, or Knave d 


Trumps; and though it is about ſeven to tw. 


that your Partner has not two Honovrs, yet, ſhout 


he chance to have them, and they prove to be the 


King and Knave, in that caſe your Partner wil 


paſs your ten of Trumps, and as it is 13 to 1 1 


againſt the laſt Player for holding the Queen . 
Trumps, upon ſuppoſition your Partner has it not) 1 


in that Caſe, when your Partner has the Lead, b 


RA 


The foregoing Caſe ſhews, that turning 5. 
of an Ace againſt you, may be made Jeſs ben.? 


ficial to your Adverſaries, un you play bi 
: this Rule. 


U. i} 


— 


plays to your ſtrong Suit, and upon your havin. by. 
the Lead, you are to play the Nine of Trump 
which puts it in your Partner's power to be 196 10 
certain of winning the Queen, if he lies behind it; ts 192 


x 


© =» 
*. 8 3 — , 


f the King or Queen are turned up on your | 
Keight-hand, the like Method of Play may be 
made uſe of; but you are always to diſtinguiſh the 
"Difference of your Partner's Capacity, becauſe a 
Food Player will make a proper Uſe of ſuch Play, 
put a bad one ſeldom, 5 8 8. 5 

68 poſe the Adverſary on your Right-hand leads. 
he King of Trumps, and that you ſhould have 
ht- the Ace and four ſmall Trumps, with a good Suit; 
in: in this Caſe it is your Intereſt to paſs the King; 
| 0! nd though he ſhould have King, Queen, and 
) Knave of Trumps, with one more, if he is a mo- 
the gerate Player, he will play the ſmall one, imagi- 
ant ming that his Partner has the Ace; when he plays 
ne me ſmall one, you are to paſs it, becauſe it is an 


ben qual Wager that your Partner has a better Tru 


tw than the laſt Player; if fo, and that he happens to 
el de a tolerable Player, he will judge you have a 
tw. Food Reaſon for this Method of Play, and couſe- 
duk, Fuently, if he has a third Trump remaining, he 
the. will play it, if not, he will play the beſt Suit. 
wil!“ 0 | | 

12 
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A LE) 


| A Critical Casz to win an odd Trick. 
no, Suppoſe 4 and B Partners againſt C and D, 
, he ind ſuppoſe the Game to be Nine all, and ſop- 
"my 3 noſe all the Trumps are played out, A being the 
NP aſt 1 275 has the Ace and four other ſmall 


mol a Suit in his Hand, and one thirteentli 
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e 

r 

R 
A 


Card remaining; B has only two ſmall Cards of a 
As Suit: C has Queen and two other ſmall Cards 
ene ol that Suit; D has King, Knave, and one ſmall 


/ "9 Card ol the ſame Sn't. A and B have won three 


Tricks, 
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won fix Tricks, and C imagining the Ace of that 


which Means A wins the 4 laſt Tricks, and con- 
ſequently the Game. CY | 


Trumps, and that your Right-hand Adverſary , 


— z —⅛ ! — — — 


led, and that you ſhould happen to have the King, 4 
with two or three Trumps, it is the beſt Play to 
put on the King, becauſe it is good Play to lead 


the Ace, your negleQing to put on the King is Wi 
the Loſs of a Trick. i . 
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Tricks, C and D have won 4 Tricks; it therefore 
follows, that A is to win 4 Tricks out of the fix 
Cards in his Hand, in order to win the Game. 
leads this Suit, and D puts up the King; A gives 
him that Trick, D returns that Suit, A paſſes it, 
and C puts up his Queen: Thus C and D have 
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Suit to be in his Partner's Hand, returns it, by 


EE 5 8 1 2 . 


3 
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Suppoſe you ſhould have the King and five ſmall 8 


plays the Queen; in that Caſe do not put on your 
King, becauſe it is an equal Wager that your Part- 
ner has the Ace: and ſuppoſe your Adverſary ß, 
ſhould have Queen, Knave, Ten, and one ſmall! 


Trump, it is alio an equal Wager that the Ace lic: 


ſingle, either in your Adverſary's Hand or Part- 


ner's; in either of which Caſes. it is bad Play to 


ut on Four King; but if the Queen of 'Trumps is 


from the Qgeen and one ſmall Trump only; and 
in that Caſe, ſhould your Partner have the Knave 
of Trumps, and your Left-hand Adverſary hold 


CH AP. 


the GAME of WusT. 13 
CHAP. XII. 


9 2 1 or Nine . 3 up on your Right: 


L 

pe UPPOSE the Ten is turned up on your Right- 
» , 2 hand, and that you ſhould have King, Knave, 
z Nine, and two imall Trumps, with eight other 
\" Pads of no Value, and that it is proper for you 
Js lead trumps; in that Caſe, begin with the 
Knave, in order to prevent the Ten from making 


Wy 51 
Fg 


ar $Þ trick; and though it is about five to four that 
- an our Partner holds an Honour, yet if that ſhould 
„n, by finefling your Nine on the Return of 
ul | A rumps from your N you have the Ten in 
5 Fs 14 our Power. 

; 8 2 The Nine being bred up on your Right-hand, 


and that you ſhould have Knave, Len, Eight, and 
two ſmall Trumps, by leading the Knave it an- 

wers the like Furpoſe of the former Calc. 
ad | If. 

| You are to make a wide Difference between a 

= Lead of Choice, and a forced Lead of your Part- 
1d ol WE ncr's; becauſe” in the firſt Caſe he is ſuppoſed to 
Lead from his beſt Suit, not fin ding you deficient 
in that Suit, and being ſtrong enough in Trumps, 
and not daring to force you, he then plays his 
next beſt Suit, by which alteration of Play it is 
next to a Demonſtration that he is weak in trumps; 
but ſhould he perſevere, by playing his firſt Lead 
if he is a good Player, you are to judge him 
P. ſtrong in Trumps, and it is a Direction for you to 

255 PI your Game accordingly. 8 
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the {ame Suit, it would be better play to lead fron 


a Trick by it; if otherwiſe, as you have four | 


when Trumps are played, you may be ſoppoſed 1 MW 
bave the long Trump. Soy, 
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. 


. caſe you ſhould happen to have the veer or 1:5 


Knave of any other Suit, with one Card only « 


your Queen or Knave of either of theſe Suits, i} 
being 5 to 2 that your Partner has one Honour a 
leaſt in either of thoſe Suits. 

If you have Ace, King, and one ſmall Card of 


A; ? 
1 
Wee. 68 
— \ 4 


bj 


any Suit, with four T'rumps; if your Right-hand 
Adverſary leads that Suit, paſs it, becauſe it is an 
equal Wager that your Partner has a better Card 1 
2 that Suit than the third Hand; if fo, you gain 


Trumps, you need not fear to loſe by it, becauſe i 
5 


the Gauz of Wuis r. = + 
CHAP. XIII. 


me | 1 | "4 - N N : . 5 4 7 
1 J CAUTION not to part with the Comman1 of your 
Eo Adverſaries great Suit, &c: 


"RE | I. £ 1 
3 JN Caſe you are weak in Trumps, and that it 
I does not appear that your Pariner is very ſtrong 
in them, be very cautious how you part with the 
Command of your Adverſaries great Suit: For 
ſſuppoſe your Adverſary plays a Suit of which you 
have King, Queen, and one ſmall Card only, the 


7 

% : 85-3. 

f IRE 
Soul 8 


Adverſary leads the Ace, and, upon playing the 
.. ſame Suit, you play your Queen, which makes it 


Ly SIT 


almoſt certain to your Partner that you have the 
King; and ſuppoſe your Partner refuſes to that 


1 


Py 


27 Suit, do not play the King, becauſe if the Leader 
of that Suit, or his Partner have the long Trump, 
=> you riſk the loſing of _ Tricks to get one. 
23> Suppoſe your Partner has ten Cards remaining 
in his Hand, and that it appears to you, that they 
cCeonſiſt of Trumps and one Quit only; and ſuppoſe 
vou ſhould have King, Ten, and one ſmall Card 
k his ſtrong Suit, with Queen and two ſmall 
XxX Trumps; in this Caſe, you are to judge he has 
five Cards of each Suit, and therefore you ought 
do play out the King of his ſtrong Suit; and if you 
FRE win that Trick, your next beſt Play is, to throw 
out the Queen of Trumps; if that likewiſe comes 
home, proceed to play "Trumps : This Method of 
Play may be made uſe of at any Score of the Game, 
except at 4 and . ay 
3 | III. 


„ 
. 
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III. 
The TroumMe turned up to be remembered. 


It is ſo neceſſary that the Trump turned up 
Should be known and remembered, both by the 
Dealer and his Partner, that we think it proper to 
obſerve, That the Dealer ſhould always ſo place 
that Card, as to be certain of having recourſe to 
it: For ſuppoſe it to be only a 5, and that the 
Dealer has two more, viz. the fix and nine, if his 
Partner trumps out with the Ace and King, he 
ought to play his fix and nine; hecauſe, let us 
ſuppoſe your Partner to have Ace, King, and four 


ſmall Trumps, in this Caſe, your Partner's know- | 


ing you have the 5 remaining, you may win many 


Tricks. i 
7 » 6 


"Your Right-hand Adverſary leads a Suit of, 


which you have the Ten and two ſmall ones; the 
third Hand puts up the Knave, your Partner wins 


it with the King, when your Right-hand leads that 1 
Suit again, and plays a ſmall one, do you put on 
your Ten, becauſe it may ſave your Partner's Ace, 


upon ſuppoſition that your Right-hand Ad verſary 


led from the Queen; you will nem fall af Suc- 4 : 


els by this Method of 2 0 


Suppoſe you have the beſt Trump, and that the 
Adverſary A has one Trump only remaining, and 
That it appears to you that your Adverſary B has a 
great Suit; in this Ca, though you permit A to 
make his Trump, yet by keeping the Trump in 
your Hand, you prevent the Adverſary B from 


making his great Suit; whereas, if you had taken 


out A's Trump, it had made only one Trick di- 
| ference, f 
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XZ ference, but * this Method you probably fave 
ZE three or four Tricks. a Mo 
8 1 N e MW. 

I The following Cas botfens frequently. 
That you have two Trumps remaining when 

your Adverſaries have only one, and it appears to 

vou that your Partner has one great Suit, in this 


Ty 

* 

8 
. 


wocrſt, becauſe by removing the Trump out of your 
Adverſary's Hands, there can be no obſtruction t 
= your Partner's great Suit, So 
7: Suppoſe you ſhould have three Trumps when 
) RT no body elſe has any, and that you ſhould have 
only four Cards of any certain Suit remaining; in 
this Caſe play a Trump, which ſhews your Partner 
that you have all the Trumps, and alſo gives you 
ga a fair Chance for one of your Adverſaries to throw 
away one Card of the aforeſaid Suit; by which 
Means, ſuppoſing that Suit to have been once led, 
and one thrown away, makes Five, and four re- 
maining in your Hand makes Nine, there being 
only four remaining between three Hands, and 
your Partner having an equal Wager to hold a 
better Card in that Sait than' the laſt Player, it 
= theretore follows that you nave an equal Chance 
do make three Tricks in that Suit, which probably 
= could not have been done but by this Method of. 


Play. 

eee eee eee 8 

So ppoſe you have five Trumps, and fix ſmall 

Cards of any Suit, and you are to lead; the beft 

Play is to lead from the Suit of which you have 

lix, beccaule, as you are deficient in two Suits, your 
rk e Adverſaries 


8 
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Adverſaries will probably trump out, which is play- 
ing your own Game for you; whereas, had you 
begun with playing Trumps, they would force 
you, and conſequently deſtroy your Game, 


Some Purchaſcrs of the TREATISE in Manuſcrift, 
diſpoſed of the laſt Winter, having defired a fur- 
ther Explanation concerning the playing of Sequen- 
ces, they are explained in the foliqwing Manner. 
N Trumps you are to play the higheſt of your 
4 Sequences, unleſs you ſhould have Ace, King, 
and Queen; in that Caſe play the loweſt, in order 
to let your Partner into _ State of your Game. 
In Suits which are not Trumps, if you have a 
Sequence of King, Queen, and Knave, and two 
{mall ones; whether you are ſtrong in 'Trumps or 
not, it is the beſt play to begin with the Knave, 
becauſe by getting the Ace out of any Hand, you 
make room for the whole Suit. 
3 III. 1 
And in caſe you are ſtrong in Trumps, ſuppo- 
ſing you ſhould have a Sequence of Queen, Knave, 
Ten, and two ſmall Cards of any Suit; in that 
Ca'e, you ought to play the higheſt of your Se- 
quence, becauſe, if either of the Adverſaries ſhould 
trump that Suit in the ſecond Round, by being 
_ ſtrong in Trumps, you fetch out their Trumps, 
and conſequently make the Remainder of that 


Ss 1 1 7 FFF 
The like Method may be taken, if .you ſhould 


* 
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1 happen to have a Sequence of Knave, Ten, Nine, 5 


de 8 n x2 bh as 1 
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and two finall Cards of any Suit. 


8 8 2 


8 
eee 
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lf you have a Sequence of a King, Queen, 
XX Knave, and one ſmalf Card of any Suit, whether 
XX you are ſtrong in Trumps, or otherwiſe, play your 


if you have only four in Number. 


IF you muſt always begin with the loweſt of the 


7 1 ence whether you or your Partner win a Trick? 
ðA For if you had the Ace and four ſmall Cards of an 
Suit, and are weak in Trumps, and led from that 


if you are very ſtrong in ] rumps, you may play 
your Game as backward as you plicaſe ;-but if you 
are weak in Trumps, you muſt play tile reverſe. 


» 0 
- 


or weak in Trumps. 2 RET | 

== Hf you have Ace, King, and three ſmall Trumps. 

Xx King, Queen, and three ſmall 'Frumps. 

1 55 Queen, Knave, and three ſmall Trumps. 
Queen, Ten, and three ſmall Trumps. 

Knave, Ten, and three ſmall Trumps. 

Queen and four ſmall Trumps. 

Knave and four ſmall Trumps. ; 

In any of the aforeſaid Caſes, you may be un- 
derſtood to be very ſtrong in Trumps, and there- 
fore: you may play by the foregoing Rules, being 

2:5 260-09 141000064 B95 ot 1 morally 


7 1 King; and de- the like rf Ge inferior Sequences, - 
But if you ſhould happen to-be weak in Teataps, 
aence, in calc you ſhould have five in Number; 


for ſuppoſe your Partner to have the Ace of that 
= Suit, he then makes it; and where lies the Differ- 


Suit, if you play well-you ought to play the Ace ; ; 


Let us explain what is meant by being ſtrong 


r 
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morally aſſured of having the Command i 
Trumps. | 
If you have two or three ſmall Trumps 4-1 
We underſtand you to Þ weak in them. 
II. 


What Strength in Trumps intitles you to force ; 


your Partner at any Point of the Game. 
Ace, and three ſmall Trumps. 
King, and three ſmall Trumps. 
Queen, and three ſmall Trumps. 
Rave, and three ne Trumps. 

HE ::- 6: 


If, by Accident, either you or the Adverfacics bY 
have forced your Partner, (though you are weak in 
Trumps) if he has had the Lead, and does not 
chuſe to trump out, force him on as often as the 
lead comes into your Hand, unleſs you have ewe bs, 


Suits of Naar own to play. 


If you ſhould Vater to have only two or three 
ſmall Trumps, and that your Right-hand Advyer- 
ſary leads a Suit of which you have none, trump We 
it, which is an information to your Pamner that Þ 


you are weak 1 in Trum. 

* you have Ace, 3 and one ſmall 
Trump, and that your Partner trumps to you, 
| ſuppoſe from the King and three ſmall Trumps, 
Query, Whether it is the beſt Play to put on the 


Ace or Knave ? And {ſuppoſe our Right-hand Ad- 1 | 


verſary has three trumps, and that vour Leſt-hand 
Adverſary has the like Number; in this Caſe, by 


fine ſſing your Knave, and playing your Ace, it 


the Queen is on your Right hand, you win a trick 
by it; but if the Queen i is on your Left-hand, and 
you 


1 the GAM R of Wnisr. at 
*XX0u ſhould play the Ace, and then retnrn the 
F nave, admitting your Leſt-hand Adverſary put 

on the Queen, which he ought to do, it is above 

wo to one that one of the Adverſaries have the 
ten, and conſequently you gain no trick by play- 


If your Partner has led from the Ace of trumps, 
and ſuppoſe you ſhould have King, Knave, and 
phone ſmall trump, by putting on your Knave, and 
returning the King, it anſwers exactly the like 
Epurpoſes of the former Rule. 
öᷣq 1n other Suits you may praQtiſe the like Me- 
o abs 


lf you are ſtrong in Trumps, and that you have 
XX King, Queen, and two or three ſmall Cards in 
any other Suit, you may lead a fmall one, it being 
p to 4 that your Partner has an Honour in that 
Suit; but, if you are weak in [rumps, you ought 
2 to begin with the King. 892 
& HI your Right-hand Adverſary leads a Suit of 
which vou have King, 8 and two or three 
ſmall Cards of the ſame Suit, you being ſtrong 
in Trumps, may paſs it, becauſe it is an equal 
Wager that your Partner has a better Card in 
that Suit than the third Hand; if not, by your 
Strength of Trumps, you need not fear making 
WHT tha Sui. A 
=_ XIV. 4 


If your Right-hand Adverſary leads a Suit, of 
| which you have King, Queen, and one ſmall 
Card, whether in Trumps or not, put on the 
: en: Alſo, if you have Queen, Knave, and 
n 832 ont 
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one ſmall Card, put on the Knave; and if you 
have Knave, Ten, and one ſmall Card, put on 
the Ten; by putting up the ſecond beſt, as afore | 
ſaid, your Partner has an ExpeQation of vou 
having a better Card or Cards, in the fame Su n 
and, by recourſe to'the Calculations annexed to F588 
this "Treatiſe, he may be able to a what a 1 
| the n for and againſt him. _ 
þ | XV. BE 
If you would have Ace, A and two n 1 
1 

7 


Sz 2 — — 
NP Y — 
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Cards in any Suit, being ſtrong in Trumps; if 
your Right-hand Adverſary leads that Suit, you 
may paſs it, becauſe it is an equal Wager that 
your Partner has a better Card in that Suit than 1 
the third Hand; if ſo, you gain a trick by it; i 
otherwiſe, you need not fear to make your Ace and Bil 
King, by your firength 1 in T markes = 
| XVI. | 7 
ey you ſhonld have the hee; Nine, Eight, and 5 
one ſmall Trump, and that your Partner leads the 
Ten; in that Caſe paſs it, becauſe unleſs the three 
Honours lie behind you, your are ſure of making 
two Tricks; do the like, if you ſhould have the 
King, Nine, Eight, and one ſmall Trump; or the 
Queen, Nine, Eight, and one ſmall Trump. 
en, | 
In order to deceive your Adverſaries, if your 
Right- hand Adverſary leads from a Suit, of which 
you have Ace, King, and Queen, or Ace, King, 
and Knave, put on the Ace; becauſe that encou- 
rages the Adverſaries to play that Suit again: 
And though you deceive your Partner by this Me- 
thod of Play, you alſo deceive your Adverſarics, 
which is of greater Conſequence in this Caſe ; be 
| wa if you had put on the loweſt of the Tierce- 
212 | major, 


Iggy, 

* 3 8 

ww 1K 
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ajor, or the Knave in the other Suit, your right- 
01 Wand Adverſary had made a Diſcovery that tbe 
on trength of that Suit was againft him, and conſe- 
entiy would have changed Suits. 
331 % We. & - CO neeny 5 
RE Suppoſe you have Ace, Ten, and one ſmall 
ard, in any Suit; alſo the Ace, Nine, and one 


an Card of any Suit, Query, which of theſe 


uits ought you to lead from? Anſwer, from the 


x 
£ 3 
Gs 


. . 


uit of which you have the Ace, Nine, and one 


8 +V 
- 3x * 


wall Card: for this Reaſon, it being an equal 
oager that your Partner has a better Card in that 
Suit than the laſt Player; if not, let us then fu 

oſe that your Right-hand Adverſary leads from 
ee King or Queen of the Suit, of which you have 
e Ace, Ten, and one ſmall Card; in that Caſe, 
= is an equal Wager that your Partner has a bet- 
er Card in that Suit than the third Hand; if that 
happens to be the Caſe, upon the return of the 
Puit, you lie Tenace, and conſequently ſtand a fair 
Chance for three Tricks in that Suit. 

1 XIX. 


A Cs E to demonſirate the Tenace. 


Let us ſuppoſe A and B to play at two-handed 
BEV hiſt, and let us ſuppoſe 4 to have the Ace, 
Queen, Ten, Eight, Six, and Four of Clubs, 
ohich in caſe B always leads, are fix ſure Tricks. 
Let us ſuppoſe he has the ſame Hand in Spades, 
uhich, in caſe B always leads, are fix more ſure 
Tricks. We ſuppoſe B has the remainder of theſe 

Let us ſuppoſe B to have the ſame Hand in 
Hearts and Diamonds, as A has in Spades and 
Clubs, and that 4 has the remainder of the Hearts 


# 
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and Diamonds, which, in caſe 4 always leads, a 
twelve ſure Tricks alſo to B. . 
| The foregoing Caſe ſhews that both Hands ar: 
exaly equal; and therefore let one of then 
name his e and lead, he wins thirteen trick, 
only. 
ut if one names the trumps, and che other 1 
leads, he that names me trum ps ought.to win fou. 
teen tricks. | 
_ Thoſe who would attain to the playing of Whhiſ 
to perfection, muſt not be content only with be. 
ing a Maſter of the Calculations contained in this 
Treatiſe, and alſo an exact judge of all the ge. 
-neral and particular Caſes in the ſame; but be 2 
very punQtual obſerver of ſuch Cards as ar: 
thrown away, both by his Partner and Adverſa. = 
. ries, and at what time: whoever attends cloſel; 
to theſe e 15 the: molt ukety to attain by 1 
end. 2 


8 H A P. XV. 
| Contained in the AR T 11101 AL Menory. . 
er H A P. XVI. 5 . 


Lai 1 onal Cask at Wu 187 „neuer bab ce 
hill 7 78. 1 


FTE your Partner lewd the King of a Salt, and FE. 
that you have none of that Suit, paſs it, by 
throwing away a loſing Card, (unleſs - Right- 
hand Adverſary has put on the Ace) Saale, by 
ſo ein 8 70 make room for his Suit. 2 
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e GAME of Wuts r. 1 
Fauppoſe your Partner leads the Queen of a Suit, 
nd your Right-hand Adverſary wins it with the 
Ace, and returns that Suit, in caſe you have none 
it, do not trump it, but throw away a loſing 
Card, which makes room for your Partner's Suit. 
An Exception to this manner of Play is, if you 
play for an odd trick, and that you are very weak | 
I trumps, you may truwp it. 


.X Suppoſe you have the Ace, King, and one ſmall 
Card of a Suit. and that your Leſt-hand Adverſa- 
ry leads that Suit: and ſuppoſe you ſhould have 4 
mall trumps, and no Suit of Conſequence to lead 
from; and ſuppoſe your Right-hand Ad verſary 
ould put up the Nine, or any lower Card; in 
this Caſe, win it with the Ace, and return the lead 
upon the Adverſary, by playing the fmall Card of 
that Suit; who will have reaſon to judge that the 
Ling lies behind him, and conſequently will not 
put up his Queen it he has it, and therefore you 
have a fair probability of winning a trick by this 
method of Play, and at the ſame time letting your 


N 


Partner into the ſtate of your Game. 
If your Partner forces you to trump a Card 
of earl) in the Deal, you are to ſuppoſe him ſtrong 
in trumps; except at the points Of 4 or 9, and 
== therefore if you are ſtrong in trumps you may play 
1 v 


Suppoſe you call at the point of 8, and your 
Partner has no Honour, and ſu ppoſe you ſhould 
have the King, Queen, and Ten; the King, 
Knave, and Ten; or.the.Queen, Knave and Ten 


8 3 „ 


— — centy 


46 A hort TREAT1SE en Fit 

of trumps; when trumps are played always put o» 
the Ten, which demonſtrates to your Partner tha 

you have two Honours remaining, and lo plays 


his Game e 
VI. 


Suppoſe your Right-hand e calls at the 
point of 8, and his Partner has no Honour, and 
ſuppoſe you ſhould have the King, Nine, and 1 
ſmail trump, or the Queen, Nine, and 2 ſmall 
trumps, when trumps are played by your Partner 
put on the Nine, becauſe it is about 2 to 1 tha 
the Ten is not behind you, and ſo yu pay your 3 
Nine to an advantage. 115 "gp 9 


IF. you ſhould happen to lead a Suit of which iſ 
you have the Ace, King, and 2 or 3 more, when 
you play the Ace, if your Partner plays the ten, 
or Knave, and ſuppoſe you ſhould have one fn. 
gle Card in your Hand in any other Suit, and tuo 
or three ſmall trumps only, in this Caſe lead the 
ſingle Card in order to eſtabliſh a Saw, and this 
Conſequence attends ſuch Play, viz. upon leading 
that Suit it gives your Partner an equal Chance of 
having a better Card in it than the laſt playei, 
whereas had he led that Suit to you, which is pro- 
bable had been his ſtrong Suit, the Adverſar; 
would have made the Diſcovery of your attempt 
ing to cſtabliſh a Saw, and would trump out, and 
ſo prevent your making your ſmall trumps : by this 
method of Play your Partner will eafily judge the 
reaſon for your changing of Suits, and ſo play his 7 
Game accordingly. LPS. 

VII. b 

Scboake you have the Ace and Deuce of irumps, 

and are firong m the three other Suits, if you are 
: | to 


\ 
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to lead, play your Ace, and next your Deuce of 
trumps, in order to put the lead into your Part- 
ner's Hand to take out 2 trumps for 1; and ſup- 
poſe the lait player wins that trick, and that he 
leads a Suit of which you have the Ace, King and 
2 or 3 more, pals it, ate it is an equal Wager 
that your Partner has a better Card in that Suit 
than the third Hand; if ſo, he will then have an 
opportunity of taking out two trumps to one; 
when the Lead comes into your Hand you are to 


endeavour to force out 1 of the 2 trumps remain- 


ing, upon Suppoſition 11 trumps are played out, 
EZ and the odds are ſtill in your favour that your Part- 
ner has 1 of the 2 trumps remaining. WR} 
= Suppoſe 10 Cards are played out and that you 
== have the King, Ten, and 1 ſmall Card of any 

uit, which has never been led, and ſuppoſe you 


have won fix Tricks, and ſuppoſe your Partner 


leads from that Suit, and that there is neither 2 
Trump or thirteenth Card in any Hand, in this 
| Caſe, unleſs your Right-hand Adverſary puts on 
ſo high a Card as obliges you to play your King, 
do not put it on, becauſe upon the return of that 


1 Suit you make your King, and conſequently the 5 
odd Trick, which makes 2 difference; if there 
bappens to be only 9 Cards played out in the Ike 


Circumftance, you are to play by the like Rule. 


This method is always to be taken unleſs the gain- 
mg of 2 Tricks gives you a chance either to ſave 


= your Lurch, or to win or ſave the Game. 
= vuppoſe 4 and B Partners againſt C and D, 
am let us ſuppoſe B has the two laſt Trumps, alſo 
de Queen, Knaye and Nine of another Suit, and 
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let us ſuppoſe A has neither the Ace, King or Ten 

of that Suit, and A is to lead that Suit; Query, 
What Card is B to play to give him the faireſt pro- 
bability of winning a Trick in that Suit? Anſwer, 
B is to play the Nine of that Suit; becauſe it is 


only five to four againſt him that his Left-hand Mp 


Adverſary holds the Ten, and. if he plays either 
.the Queen or Knave, it is about three to one that 
the Ace or King is in his Left-hand Adverſary” 
Hands, and conſequently he reduces the Odds of 
three to one againſt 1 IN five to four only. 
Let us vary the foregoing Caſe, and put the 
King, Knave, and Nine of a Suit into B's Hand, 
upon ſuppoſition that 4 has neither Ace, Queen, 
or Ten, when 4 leads that Suit, it is exactly equal 
Whether B plays his King, Queen or Ten. 


_ Suppoſe you have Ace, King, and three or four 
ſmall Cards of a Suit not played, and that it ap- 
pears to you that your Partner has the laſt Trump; 
In be if you are to lead, play a ſmall Card 
mim that Suit, it being an equal Wager that your 
Partner has a better Card in that Suit than the laſt 

player; if ſo, the probability is in your favour that 

you make 5 or 6 Tricks in that Suit, hut if you 
ſhould play out the Ace and King of that Suit, it is 
2 to 1. that your Partner has not the Queen, and 
conſequently it is 2 to 1 that you make only two 
Tricks in that Suit, by which method of play you 
_ Tiſk the loſing of 3 or 4 Tricks in that Deal to gain 
o hed ns on 
_ Suppoſe your Partner leads a Suit of which he 
Has the Ace, Queen, Knave, and many OT, boy 
1 | leads 


* 
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leads his Ace, and then plays his Queen, in caſe 
you have the King and two ſmall Cards in that 
Suit, win his Queen, with the King, and ſuppoſe 
you are ſtrong m Trumps, by clearing the Board 
of Trumps, and having a ſmall Card of your Part- 
| ner's great Suit, you do not obſtruct his Suit, and 
Xx conſequently win many Tricks by this Method of 


CHAP. XVI. 


A DICTIONARY for Wnisr, 2obich reſolver 
almoſt all the critical Caſes that may happen at. 
that GAME, by Way of Queſlion and Anſwer. 


* Ho to play Trumps to the greateſt Ad- 
vantage, peruſe the Treatiſe of Whitt,. 
Chap. I. Caſe 11. and all the remaining Caſes in 
that Chapter, alſo Chap. 1I. SEE 
2. How to play Sequences when Trumps? - 
Anſwer. You are to begin with the higheſt of 
3. How to play Sequences when they are not 
Trumps? | ” oy REN 
Anf. If you have 5 in Number, you are to be- 
gin with the loweſt; if 3 or 4 in Number always 
play the higheſt. J : 
4. Why do you prefer playing of Sequences ra- 
ther than other Suit s | 
Anſ. Becauſe they are the ſafeſt Lead, and gain 
the Tenace in other Suits. 3: FS 2- 
5. When ought you to make Tricks early. 
15 Anſ. When you are weak in Trumps. | 
6. When ought you not to mate Tricks early? 
Anſ. When you are ſtrong in I rumps. 
e 7. When 


/ 
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7- When do you play from an Ace-ſuit ? 


Anſ. You do fo when you have 3 in Number: 


only, in any Suit (Trumps excepted.) | 
8. When don't you play from an Ace-ſuit ? 
Anſ. You ought not to lead from an Ace: ſuit, 
having 4 or more in Number in any other Suit; 
becauſe the Ace is an Aſſiſtant to your great Suit, 
and when Trumps are played out, enables you to 
make that Suit. 5 _ 
9. When any Card of Conſequence is turned 
up on your right or left Hand, how are yeu to 
lay in that caſe ? Sce Chap. X. Caſe 1. Chap. 
II. Cafe 1. „ 
10. Why are you always to play your Hand by 
your own and Adverſaries Scores? _ F 
Anſ. Chap. I. Caſe 6. See References in this 
11. How to know when your Partner has no 
more of the Suit played? See Chap. IV. Caſe 1, 
2, iA 5 1 "x; 
10 Reaſons for putting on at Secondhand the 
King, Queen, Knave, Ten, and when not? Chap. 
X. Caſe t, 2, 3: „F ˙ + 
13. Why are you to play the Queen, Knave, 
Tov of any Suit, when the Suit 1s played a ſecond 
Time, having 3 in Number only ? Chap. XIIT. 
Caſe 4 | ; 1 | 


14. When ought you to over-trump your Ad- = 


verſary, and when not? 
Anſ. When vou are weak in Trumps, you ought 
to over-trump him; but if ſtrong in Trumps, you 

ought to throw away a loling Card. _ 
15. Reaſons fer not parting with the Command 
of your Adverſary's ſtiong Suit. Chap. XIII. 

Cale 1» | | 
: 16. If 
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16. If your Adverſary on your Right-hand leads 
a Suit of which you have the Ace, King, aud 
Queen, why are you to put on the Ace preferable 
to the Queen? 

Anſ. Becauſe it deceives the Adverſaty; which, 
in this Caſe, is of more conſequence to you than 
to deceive your Partner. 

17. To declare your ſtrong Suit, when proper 
to be done, and when not? 
Anſ. When you have only one ſtrong Suit, and 
you trump out to make that Suit, in this Caſe you 
ought to declare it; but if you are ſtrong in all 
Suits, there is no Nes ier of declaring your 
ſtrongeſt Suit. 

18. The Ace turned up on your right-hand, ang 
that you have the Ten and Nine only of Trumps, 
wy do you play the Ten? Chap. XI Caſe 1. 
19. Why do you play from a King-ſuit pre- 
en to a Vest ſuit, having the like Number 
of each? 

Anſ. Dacunſe it is 2 to 1 that Ke Ace does not 
lie in your leſt-hand Adverſary's Hands, and it 18 
5 to 4 if you lead from a Queen-ſait,. that the 
Ace or King lies in his Hands, and that you loſe 
your 3 and ſo pay to a Diſad vantage. 

hy do you play from a Queen- ſuit prefer- 
able to a ere ES ? Anſwer'd Caſe 19. 

21. When you have the 4, beſt Cards of any 
Suit, why do you NR away the beſt? 

Anf. To let your Partner i into the ſtate. of your 
Game. 

22. Your Parner s ſtrong Suit, how are you t to 
make the moſt of it? 
9 VL has fix Examples to demonſtrate a 

| eee e {Ie She: 
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34; The Queen turned up on your right Hand; 
you have the Ace, Ten, and one Trump, or the 
King, Ten, and one Trump, if the Right-hand 
8 plays the Krave, Query , How are you 
to play? 

Anl. You are to pals it, by which you bur an 
equal Wager of gaining a Trick, and cannot loſe 
by ſo doing. 

24. Four Cards are layed out, and Trumps 

are gone round twice, Your Partner not appear- 
ing to have an higher Trump than the 8, yet he 
has 3 Trumps, when he plays his third Tramp, 
the next Haud puts on the Knave, there being the 
King only in the Adverſary's Hands, you having 
the Ace and Queen of 'Trumps. 

Query, Whether are you to play the Age or 


Queen ? 


Anſ. You are to play the Ace, becauſe it is 9 


to 8 that the laſt Player has the King; and if you 
reduce the Cards to 2 in Number, it then is 2 to i 
in your Favour, by playing the Ace, that the King 
falls; the like Method may be Une in other Suits, 
upon the like Ae 


EXAMPLE 


Let us « ſoppoſe that you have only 2 Cards re- 
mainmg in your Hands of any Suit, viz. The 

neen and Fen, and let us ſuppoſe the Knave 
and N. ne of the fame Suit are in your Adverſary's 
Hands, when your Partner leads that Suit, your 
Right-hand Adverfary plays the Nine, and has 1 
Card only remaining. 

Query. Whether you ovght to play * Queen 
e 145 


r 
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4. Vou ought to play your Queen, becauſe 
it is 2 to 1 that your Left-hand Adverſary has the 
EKnave. And in all Caſes of the like Nature you 
ougght to play by this Rule. 

6 f would know what is the Odds that the Dealer 
gat Whiſt holds four 'I'rumps or more? 

== Anrſ. That he holds 4 Trumps or more is 2 22 
dio 165, or about a Ones to 14s. 11d, ang almoſt 
1. repos N | 
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| FINESSI NG. 
Mraxs the endeavouring to gain an Ad- 
1 vantage by Art and Skill, which conſiſts in 
this; when a Card is led and you have beſt and 
third beſt Card of that Suit, you judge it beſt t 
put your third beſt Card upon that Lead and run 
= the Riſk of your Adverſary's having the ſecond 
> beſt of it, that if he has it not, which is 2 to 1 
LY againft him, you are then ſure of gaining a Trick. 
FE FORCING. 

TY Means the obliging your Partner or your Ad- 
verſary to trump a Suit of which he has none. 
The Caſes mentioned in this "Treatiſe will thew 
when 1 it is proper to force either of them.. 

1 LONG TRUMP. 

—* Means the having one or more Trumps i in your 
Hand when all the reſt are out. 
1 LOOSE. 
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LOOSE CARD. 8 
Means a Card in a Hand that is of no Value, 
and conſequently the propereſt to rg hate 8 

POINT S. 

Ten of them make a Game, as many as ar 
gained by Tricks or Honours, ſo many Points arc —ꝓL 
let up to the ſcore of the * 5 

In Wee is a Sree of any Four Cards im- 
mediately following one another in the ſame Suit. BY 
Duart major is therefore a _ of Ace, King, 
Queen and Knaye, in any Suit. 5 

In general is a Sequence of any five Cards im- © 
mediately following one another in the ſame Suit. 
Avint-major is therefore a Sequence of Ace, King, 
Queen, Knave and Ten, in any n 

REVERSE. 

Playing at any time the Reverſe, means on!) 
the playing your Hand in a different Manner; 
that is to ſay, if you are ſtrong in Trumps, you 
play one Way, but if weak in Framgs you play = 
the Reverſe, u. another. 25 

8 EES A W. 

Is == Partner 20 Suit, and they 

ola thoſe Suits to one another to 
ply SCORE.» 

Score 1 the Game, is the Number of Pointi 
Thy up, Ten of which make a Game. 

5 TEN ACE. 

Having the Tenace in any Suit ſuppoſes the 
having the firſt and third heſt Cards, and being 
the laſt Player, and conſequently you catch the 
Adverſary when that Suit is played: As for In. 
Nance, in x Caſe you have the Ace and Queen of 

an 
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Eny Suit, and that Jour Adverſary leads that Suit, 

* muſt win thoſe two Tricks; and fo of any 

'R | other Tenace 1 in inferior Cards. 

= In nen is a Sequence of any three Cards im- 

5 mediately following one another in the ſame Suit. 

= Terce-major is therefore a Sequence of Ace, 
King and Queen | N Suit. 


CHAP. XIX. 
Contained in the Ax rIr Ic AL MEMORY. 
CHAP. XX. 


3 The Laws of the Game at Wuls r. 
1. F any Perſon plays out of his turn, it is in 
as E the option of either of his Adverſaries to call 
the Card ſo played, at any time in that Deal, 
e it does not make him revoke ; or if either 
of the adyerſe Party is to lead, be may deſire his 
Fanner to name the Suit he chuſes to have him 
lead, and when a Suit is then named, the Partner 
muſt play it if he has it. 
b 2. No Revoke to be claimed till the Trick is 
rurncd and quitted, or the Party who revoked, or 
his Partner, have played again. 
5 3. If a Revoke happens to be made, the adverſe | 
Party may add 3 to the Score, and the revoking 
Party provided they are up, notwithſtanding the 
Penalty, muſt remain at 9 : The Revoke takes 
Place of any other Score of the Game. 4 
: 4. If any Perſon calls at any Point of the Game, 
except B, either of the adverſe Parties may call a 
3 new Deal; and they are at Liberty to conſult each 
other whether they will have a new Deal. 


| 


> Alter 


| 
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F. After the Trump Card is ſeen, no Bod 
_ ought to remind his Partner to call. pe 
6. If the Trump Cad is ſeen, no Honours in 
the preceding Deal can he ſet up, unleſs they wen 
before claimed. J 
7. If any Perſon ſeparates a Card from the ref, 
either of the adverſe Parties may call it, provide! 
ke names it, and proves the Separation; but in 
Caſe he calls a wrong Card, either of the adverſe 
Parties may once call the higheſt or loweſt Card in 
any Suit led during that Deal. 1 
8. Each Perſon ought to lay his Card befor: C. 
him; aſter he has done ſo, if either of the advere 
Parties mix their Card with his, his Partner is in- 
titled to demand each Perſon to lay his Card befor: WH 
him; but not to enquire whe, played any particu- 
lac Card? t fob EO IT AT TOLL OPT S \ 
9. If any Perſon revokes, and before the Card: 
are returned, diſeovers it, the adverſe Party may the 
call either the higheſt or the loweſt Card of the the 
Suit led, or have their Option to call the Card jm 
then played at any other time, when it does not Te 


cauſe a Revoke. e 
10. If a Card in dealing is turned up, it is in no 
the Option of the adverſe Party to call a nev Jt 
Deal, anleſs they, or either of them, have been 
the Cauſe of turning up ſuch Card, in which Cal: 
the Dealer has the Option. . 
11. If the Ace or any other Card of any Suit i 
led, and it ſhould fo happen that the laſt Player 
plays out of his Turn, whether his Partner has an) 
olf the Suit led er not (provided you do not make 
him revoke) he is neither intitled to trump it, no 


4 


to win that Trick. pot 


12. It 
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WS 72. lf a Card is faced in the Pack, they muſt 


ral again, except it is the laſt Card, | 
13. None of the Players are to take up, or look 
WS: their Cards while any Perſon is dealing, and if 
Ine Dealer ſhould happen to miſs Deal, in that 
EXC aſc he ſhall deal again, and if a Card is turned up 
Inn dealing, no new Deal is to be called. 
14. When a Card is led, if ane of the Adverſa- 
ees plays out of his Turn, his Partner is not to win 
he Trick, if he can avoid it without revoking. 
= i 15. Every Perſon ought to ſee that he has 13 
Cards dealt him; therefore, if any one ſhould hap- 
ven to have only 12 Cards, and does not find it 
put till ſeveral Tricks are pla ved, and that the reſt 
pf the Players have their right Numbers, the Deal 
ſtands good; and alſo the Perſon who plays with 
2 Cards, is to be;puniined with each Revoke in 
Laſe he ha: made any; but if any of the reſt of 
the Players ſhould happen to have 14 Cards, in 
bat Caſe the Deal is void. _ 
1876. If any Pcifon throws his Cards upon the 
able, with their Faces upwards, upon Suppoſiti- 
on that he has loſt the Game, if his Partner does 
not give up the Game, the Adverſaries have it in 
their Power to call any of thoſe Cards, when they 
think proper, provided they do not make the Party 
revoke. 9 : | By 7 
= 17. A and B are Partners againſt C and D; 


l 
. Og > Rs Te 
aq. 4 * 


= 18. If any Perſon is ſure of winning every Trick 
in his Hand, he may ſhew his Cards upon the 
Table, but fhould it ſo happen that he has any 
7 | loſing 


playing. - T 


_ of Cluhs, and plays a Club, C iſcovers be + £ 


_ and either A or B have it in their option to oi 


his Partner anſwers, and both the oppoſite Pane 


—— 7B — — —— ſ — — 
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loſing Card in his Hand, he is. then liable to hav 

all hi: Cards called. 2 
19. No Perſon ought to afk bis Partner whe | 2 

ther he had hes an Honour while the Cards are Þ 1 


x 7 1 
— £7 
* 


20. A and B are Paitriers againſt C and D. 4 
leads a Club, C plays a Spade, B plays the Kin 


has revoked before the Trick is turned. 1 
Prery, What is the Penalty? - 
B may take up his Card Again, and fo may p | I 


C to play the higheſt or loweſt Card of the Suit led. 
21. If any Perſon calls at the Point of 8, ant 


have thrown up their Cards, and it appears tha [2 1 
the other Side had not two by Honours, in thi Te 


Caſe, they may conſult with one another about i, 


and are at Liherty to ſtand the Deal or not. 5 

22. And if any Body anſwers, when he has. net : El 
an Honour, the adverſe Party may conſult with Þ 
one another about it, andare at Liberty to b 
the Deal or not. 

23. No Perſon may take new Cards in the Mid-. 
dle of a Game, without the Conſent of all Parties | E 

24. The Dealer ought to leave to View upon 
fie Table his trump Card, till it is his Turn to 
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play, and after he has ned; it with his other Cards, Þ 
Nobody i is intitled to demand what Card is turned 
up, but may aſk what is Trumps; this Conſe - 5 
quence attends ſuch a Law, that the Dealer can 5 
not name à wrong Card, which he otherwiſe 
might have Aue. . 


Bud 1 of the Gans of Wmsr. 
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a iſting the NME MORY of thoſe that 
play at the GAME of WHIST. 


5 To which are added, 
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N Fo that play at the GAME of WIIsT. 


n A P. XV. 


4 JL ACE E of every Sa in your Hand, the Worſt 
1 ok it to the Left-hand, and the Beſt (in order) 
; . the Right, and the Trumps in the like Order, 
3 BY always to the Left of all the other Suits. 


8 
AAo 


SEU Ae 
RE STE 


II. 


L = the left of your Trumps. . 
E 2 

xz And if you find you have the ſecond beſt Card 
et any Suit to remember, place it on the _ of 
„ z our Trumps. 


And if you have the third beſt Card of any Suit 


5 tween the Trumps and the third beſt, to the mn 
_ of the Trumps. | 
v. 


a2 mall Card of that Suit led, in the midſt of your 


125 5 7 


Z 2 Eaſy Method of affiting the MeMory of thoſe 


EY If in the Courſe of Play you find you have the 
beſt Card remaining of any Suit, put the fame oy 


to remember, place a ſmall Card of that Suit be- 


To. remember your Partner's firſt Lead, place 


THEY Trumps. 
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Trumps, and if you have but one Trump on te 'T 
left of it. 3 
VI. 


When you deal, put the Trump mide up, te 1 . 
the right of all your Trumps, and part with it 2 1 1 
late as you can, that your Partner may know vou 
have that 1 rump ekt, VI. ſo play accordingly. | 

\ 


27 fad where, or in what Suits your 4. tocr ſri 


Fe do k "OT Th . I 


3 * 
. © he” 
1 ESD. 


| Suppoſe the two Suits on your right Hand o 
repreſent your Adverſaries in the Order they ſit, 
as to your right and left Hand: 5 

When you ſuſpec ether of them to have made 
a Revoke in any Suit, clap a ſmall Card of that, 

Suit amongſt the Cards repreſenting that Adveria-7 
ry, by which Means you record not only that there 7 
may have been a Revoke, but alſo which of then 3 
made it, and in what Suit. 5 
| Tf the Suit that repreſents the Adverſary that 
= made the Revcke, happens to be the Suit he rec 
= ked in, change that Suit for another, and as above,, 
| put a ſmall Card of that Suit revoked in, in the 
middle of that exchanged Suit, and if you have? 
not a Card of that Suit, reverſe a Card of any Suit 
ö you have (except Diamonds) and place it there. 
| VIII. 5 
As you have a Way to remember your Partaerh #41 
| firſt Lead, you may alſo record in what Suit cither #4 
of your Adverſarics wade their firſt Lead, by put. 
ting the Suit in which they made that Lead, in 
the Place which in your Hand repreſents that Ad. 
verſar\, at either of your right or leſt Hand; and 
if other Suits were alrcady placed to repreſent Ef 
| th a We 


2 
SES 
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MEMORY: '* 
Foy then exchange them for the Suits in which 
each of them makes his firſt Lead. 

The foregoing method 1s to be taken when you 


find it more neceſſary to record the Adverſary's firſt 
Lead, than to endeayour to find out a Revoke. 


" Mdditional Caſer. 
4. 

When it appears to you that the Adverſaries 
have three or four Trumps remaining, and that 
neither you nor your Paitner have any, never at- 
tempt to force one Hand to trump, and to let the 


bother throw away a loſt ing Card, but rather endea- 
vour to find out a Suit in your Partner's Hand, 
in Caſe you have no Suit in jour own, by which 
2 Means you prevent. them from making their 


FE ſeparate.. 
1 IB 
Suppoſe A and B are Partners 3 C and D, | 


and ſuppoſe nine Cards are played out, and alſo 
= ſuppoſe eight Trumps are pla ed out; and further 
> ſuppoſe A to have one Frump only, and ſuppoſe 
bis Partner B to have the Ace and Queen of 
> Trumps, and ſuppoſe the Adverſaries C and D to 


have the King and Knave of Trumps between 
them, A leads his ſmall Trump, C plays the Knave 
of Trumps; Query, whether B is to play his Ace 


or Queen of "Trumps upon the Knave ? Anſwer, 


B 15 to play his Ace upon the Knave, becauſe D 
having four Cards in his Hand remaining, and C 
has only three, conſequently it is four to three in 
B's favour that the King is in D's Hand; if we 


reduce the Number of four Cards in a Hand to 


three, the Odds then are three to two; and if we 
ſeduce the Number of three Cards in a Hand to 
G 3 two, 
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two, the Odds then are two to one in favour o E p 
, . . . 88 . 5 | = = 

B's winning of a Trick by putting on his Ace of 

Trumps; by the like Rule you may play ail the 


other Suits. 


m. 


Loet vs ſuppoſe you have the thirteenth Trump, 5 i 


and alſo the thirteenth Card of any Suit in your 
Hand, and one lofing Card, and let us ſuppoſe you 


have only three Cards remaining; Query, Which 


of theſe Cards are you to play? Anſwer, You are 
to play the lofng Cart, becauſe if you play the 
thirteenth Card firſt, the Adverſaries knowing you 
to have one Trump remaining will not paſs your 
loſing Card, and therefore you play two to one 
againſt yourſelf, * V 


Let us ſuppoſe that you have the Ace, King, 


and three ſmall Cards in any Suit which has never 
been played, and let us ſuppoſe that it appears to 
you that your Partner has the laft Trump remain 


ing; Query, How are you to play theſe Cards to 


your greateſt Advantage ? Anſwer, You are to 
lead a ſmall Card in that Suit, becauſe it is an e- 
qual Wager that your Partner has a better Card 
in that Suit than the laſt Player; if ſo, and that 
there is only three Cards in that Suit in any one 
Hand, it follows that you win five Tricks in that 
Zuit; whereas, if you play the Ace and King of 
that Suit, it is two to one that your Partner does 
not hold the Queen, and conſequently, by playing 
the Ace and King it is two to one that you win 
only two Tricks in that Suit. This Method may 
be taken in Caſe all the Trumps are played out, 
provided you have good Cards in other Suits to 
bring in this Suit, and you may obſerve that you 


reduce 


„ ES SUS 


5 155 reduce the Odds of two to one againſt you, to an 
n equal Chance by this Method of Play, and proba- 
73 © bly gain three Tricks by 7 5 


I k you chooſe to have Trumps played by the 
EX Adverſaries, and that your Partner has led a Suit 
| to you, of which you have the Ace, Knave, Ten, 
Nine and Eight, or the King, Knave, Ten, Nine 
and Eight, you are to play the Eight of either 
Suit, which probably leads the Adverſary, if he 
wins that Card, to ee Rp 

| | 1 "5 Ba 7 5 

Suppoſe you ſhould have a Quart- major in any 
Suit, with one or two more of the ſame Suit, and 
that it is neceſſary to let your Partner know that 
you have the Command of that Suit, in that Caſe, 
throw away the Ace of that Suit, upon any Suit of 
which you have none in your Hand to clear up his 
> Doubts, becauſe the Odds is in your Favour that 
neither of the Adverſaries have more than three of 
that Suit; the like Method may be taken if you 
have a Quart to a King, (the Ace being played 
out) you may throw away the King, alſo if you 
mould have a Quart to a Queen, (the Ace and 
King being played out) you may throw away your 
Queen, all which lets your Partner into the State 
of your Game, and you may play by the like Rule 
in all inferior Sequences, having the beſt of them 
in your Hand. OL on ay oe 

„ VII. 


There is ſcarcely any Thing more commonly 
practiſed amongſt moderate Players, in Caſe the 
King is turned up on their left Hand, and that 
they have the Queen and one ſmall Trump only, 
to play out their Queen, in hopes their Partner 
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may win the King if it is put on; not conſidering 
that it is about two to one that their Partner has 
not the Ace, and admitting he has the Ace, they FR 
do not conſider that they play two Honours againit 
one, and conſequently weaken their Game, the 


Neceſſity only of playing Trumps ſhould oblige 


them. to play thus: 
A Cas which frequently happens. 
; „ . 

A and B are Partners againſt C and D, all the 

_ Trumps are played out except one which Cor D 

has. A. has three or four winning Cards in his 

Hand of a Suit already played, with an Ace and 

one ſmall Card of another Suit. Qrery, Whether © 

it is A's beſt play to throw away one of his winning 

Cards, or the ſmall Card to his Ace- ſuit? Anſwer, 

it is his beſt play to throw away one of his winning 

Cards, becauſe if his right-hand: Ad verſary plays F 

to his Ace-ſuit, he has it in his Power to paſs it, 

and conſequenily his Partner B has an equal 

Chance to have a better Card in that Suit than the Þ* 

third Hand; if ſo, and that he has any forcing | 

Card, or one of his Partner's Suit to play to him, 
in order to force out the laſt Trump, bis Ace re- 
maining in his Hand, brings in his winning Cards; 
| whereas, if A had thrown away the ſmall Card to 
his Ace- ſuit, and that his right-hand Adverſary 
had led that Suit, he had been obliged to put on 
his Ace, and conſequently had loſt ſome Tricks by 

this Method of Play. 5 Oh 


Suppoſe ten Cards had been played out, and 
ſuppoſe it appears very probable that your left-hand 
Adverſary has three Trumps remaining, viz. the 
| beſt and two ſmall ones; and ſuppoſe you have 

| „ „ | e 
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MEMORY. 67 
two Trumps only, and that your Partner has ne 
Trump, and ſuppoſe your right-hand Adverſary 
plays a thirteenth or ſome other winning Card; 
in that Caſe paſs it, by which Means you gain a 

Trick. | , 1 ZE 


In order to let your Partner into the State of 
your Game, let us ſuppoſe you to have a Quart- 
major in Trumps (or any other four beſt Trumps) 
if you are obliged to trump a Card, win it with 
the Ace of Trumps, and then play the Knave, or 


win it with the higheſt of any other four beſt. 


Trumps, and then play the loweſt, which clears 


up your Game to your Partner, and by ſuch a dif- 


covery it may be the Means of winning many 
Tricks; you may practiſe the like Rule in all the 
ether Suits 15 FC Fo”: 

| | XI. 2 


If your Partner calls at the Point of Eight, be- 
tore his Time, you are to trump to him, whether 
you are ſtrong in Trumps or Suits, or not, becauſe 
as he calls before he 1s obliged to do ſo, it is a de- 
claration of his being lens n n,, 

Suppoſe your right-hand Adverſary turns vp the 
Queen of Clubs, and ſuppoſe when he has the 
Lead, he plays the Knave of Clubs, and ſuppoſe 
you have the Ace, Ten, and one Club more, cr 
the King, Ten, and one fmail Club. Orory, 
When he leads his Knave, whether you are to win 
It, or not ? As ſcuer, You are not to win t, be- 
cauſe it is an equal Wager, when he leads his 


Knave of Clubs, you not having the King, that 
pour Partner has it; alſo, it is an equal Wager 
when he leads his Knave of Clubs, you; not having 


he 
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the Ace, that your Partner has it, and conſequent- 
ly you gain a Trick by paſſing it; which cannot 
be done if you either put on your King or Ace of 


Clubs. . | 
A CAsE for a SLAM. 
: AHIE . -- 
Let us ſuppoſe A and B Partners againſt C and 
D, and let us ſuppoſe C to deal, and let us ſup- 
poſe A to have the King, Knave, Nine, and Seven 
of Clubs, they being Trumps, a Quart-Major in 
Diamonds, a Terce-major in Hearts, and the Ace 
and King of Spades. . 5 
Let us ſuppoſe B to have nine Diamonds, two 
Spades, and two Hearts. | 
Alſo let us ſuppoſe D to have the Ace, Queen, 
Ten, and eight of Trumps, with nine Spades. 
And let C have five Trumps and eight Hearts. 
A is to lead a Trump, which D is to win, and 
D is to play a Spade which his Partner C is to 
trump: C is to lead a Trump, which his Partner 
D is to win, and D having the beſt Trump 1s to 
play it ; which done, D having ſeven Spades in 
his Hand wins them, and conſequently flams A 
and B. „„ po 


[THE END.] 
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| A SHORT 

„„ 0% - 
ON THE GAME OF 

QUADRILLE. 


SHEWING 


The Odds of winning or lofing moſt GAMES 
that are commonly played; either by calling 
a King, or by playing Sans PRENDRR. 

To which are added, 


The LAWS of the GAME. 
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HAP. I. 


P=ECAUSE 2 Learner may be at a Loſs to 
know the Rank and Order of the Cards, 


hen Trumps or not, the two following Tables 
5 thew them. 


I The Rank or Order of be Cards * not Trumps. 


I Clubs and Spades. Hearts and Diamonds. 
= King, King, 
| Queen, 5 
EKnave, Knave, 
= * | 7 65 
Fire, Three, 
Four, | Four, 
Three, „ 
uce, . | in, 
— | . 
In al R | rr — 
1 In all 10 


3 


| A foort Tar amtisE on the 
| The Rank or Order of the Cards when Trumps, 
Clubs and Spades. Hearts and Diamonds. 
Spadille, the Ace of Spadille, the Ace ef 
i eee, | Spades, 
| Manille, the Duce of Manille, the Seven of 
Spades or of Clubs, Hearts or of Dia- 
Hallo, the Ace of Clubs, monds, | 
Baſto, the Ace of Clubs, 
5 Paiunto, the Ace of Hearts 
or of Diamonds, 


| Ning, Eing, 
| | Queen, | Queen, | 
| Anave, - Knave, 
1 Be ven, Duce, 
| Six, Three, 
A Five, - Pur, 
| 5 Four, Five, | 
| Three, | | Six, 
In all It In al ia 
Lou may obſerve by the foregoing Tables, that 
Spadille and Baſto are always Trumps, therefore 
the red Suits have one Trump more than the 
| There are three Matadores, viz. Spadilte , Man- 
| ile, and Baſto. _ 
| Therefore, if any ordinary Trump is led, you 


1 ate not obliged to play a Matadore upon it; but 
if Spadille is led, and you ſhould have Manille or 
Baſto unguarded, you muſt play it; alſo if Manilie 
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V bed, and you ſhould have Balto unguarded, as 


muſt be * 


The Order of the Falſe Alber. 


| Clubs and Yoades:” 
Manilie, the Dace of 
U Clubs or of Spades, 
Bale, the Ace of Clubs, 


King, 
Queen, 
Knave, 
Se ven, 
Six, | 
Five, 
Four, 
Three, 


© pg 

F 

1 

1 
3 

. 

__— 

. et ” 

ww 74 85 . 
I * In all 1 O | 
1 
87g 
* 
3 
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Hearts and Diamonds. 

HManille, the Seven of 
Hearts or of Diamonds 

Baſto, the Ace of Clubs, 


Punto, the Ace of Hearts 


or of Diamonds 


King, 
Queen, 
Knave, 


Duce, 


Three, 


Four, 
Five, 
Sin, 


In all 11 


You ſee b * Ras, Table the Ocder or 
Rank of the Falic Matadorcs. 


I We generally call them falſe Matadores, if we 
L . at Baſto, and ſo proceed by ene te 


any N Imber. 


CHAP. Il. 


J. TH E ße thing to be done after you hve 
deen your Cards, is, to aſk Leave to paſs, 
or play ſans prendre; and if you name a wrong 


. 


Tb, you muſt abide by it. 
il 2 
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74 A fbort TREATISE on e 
II. If all the Players paſs, he who has Spadille 


is obliged to pay, but if he does not make three 


Tricks, he is not baſted. 
III. The Player ought to have a fair Probabili. 


ty of winning three Tricks when he calls a King, 


to prevent his being baſted. 
IV. Therefore we will ſet down ſuch Game 


_ only as give a fair Chance to win the Game, by 
calling a King, with Directions at the End of 


Each Caſe what Trump you are to lead. 


Stellen, neeefſery to be under fi wad Ly the/e hs 
have made ſome Progreſs in the Game. TS 


I. I would know what is the Odds that my 


Partner holds one Card out of any two certain 


Cards. 
Anſwer, That he holds one Card out of any two 
certain Cards, is about 5 to 4 in his Favour. _ 
il. I would alſo know what is the Odds thai 


my Partner holds one Card out of any three cer- 


tain Cards. 
Anſwer, That he holds one Card odt of any 


three certain Cards, is about 5 to 2 in his Favours 


| An Ext lanation and Atplicotion of the foregoing 


Calculations. 


I. That your Partner holds one Card out of any 
two certain Cards. 

Suppoſe you ſhould hold one Matadore, it is 
by thi: Calculation evident, that it is 5 to 4 in 


your Favour that your Partner holds one of ws 
other 


2 
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other two, and conſequently you may play your 
Game 3 | 


Again, Suppoſe you call a King, and having 2 


Knave and one ſmall Card of a Suit in your” 


Hand, by the aforegoing Calculation, it is plain 


that you have 5 to 4 in your Favour that your 
Partner holds either the King or Queen of that 


Suit, and conſequently you have the Odds in your 
Favour to win a Trick in that Suit. 


any three certain Cards. „„ airs 
Sepp you have no Matadore, but with the 

Aſſiſtance of one of them you have great Odds of 

winning the Game; you may obſerve, by the fore- 


going Calculation, that it is about 5 to 2 that your 


Partner holds one of them, you having none. 


_ This Calculation may be applied to many other 
Caſes, very uſe ful to the Player. rn 


Games in Red which may be played, calling « King. | 
I. Spadille, Manille, two ſmall Hearts or Dia- 


monds, the 175 of Clubs and one ſmall. one, 
Il Cards of the other Suits. Lead a: 


{mall Trump, | 


II. Spadille, Manille, two ſmall Hearts or 
Diamonds, with the Knave and two ſmall Clubs, 


ſmall Tramp. 


and three ſmall Cards of the other Suits, Lead a 


III. Spadille, Manille, twe ſmal! Hearts or 
Diamonds, three ſmall Clubs, and three ſmall: 


Cards of the other Suits. Lead a ſmall Tromp. 
IV. Spadille, Punto, King, Queen, and one 


mall Heart or Diamond, three {mall Clubs, the 
Queen, and one Spade, Lead Punto 


H 3 


II. That your Partner holds one Card out of 


V. Spa 


ſmall Heart or Diamond, with the Queen, 2 5 
cad 1 
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V. Spadille, Punto, King, Knave, and ore 


ſmall Heart or Diamond, the Knave and two 
ſmall Clubs, and two ſmall Spades. Lead Punto. 


VI. Spadille, King, Queen, Knave, and one 


and one ſinall Club, and t wo ſmall Spades. 
the King of Trumps. 

VII. Spadille, Three, Four, Five, and Six of 
Hearts or Diamonds, King of Clubs and one more, 
Queen and two ſmall Spades ; whether elder, or 
any other! Hand, when you have the Lead play a 


ſmall Trump, in the ſecond play Spadille. 


VIII. Manille, Baſto, Punto, and two ſmal! 


Hearts or Diamonds, three ſmall Clubs, and the 
 Knave and one Spade. Lead Manille, 


IX. N. B. Manille, Paſto, King, and two {mal 


Hearts or Diamonds, Queen and one ſmall Club, 
and three ſmall Spades. Lead Manille. | 


X. . B. e Baſto, Queen, and two ſmall 
Hearts or Diamonds, Queen and two ſmall Clube, 


Knave and one Spade. Lead Manille. 


XI. Manille, alta. with the three ſmalleſt 


Hearts or Diamonds, Queen and one ſmall Club, 


Knave and two ſmall Spades. Play a ſmall Trump. 
XII. M. B. Manille, Punto, King and two ſmall 


Hearts or Diamonds, Queen, Knaye, and one 


fmall Club, King and one ſmall Spade. Lead 


Manille. 


XIII. Manille, Punto, Queen and two ſmall 
Hearts or Diamonds, Queen and one ſmall Club, 


King and two ſmall Spades. Play a ſmall Trump. 


XIV. Manille, Punto, and three ſmall Hearts 


or Diamonds, Knave and one {mall Club, King, 


Queen and one ſmall Spade. Play a ſmall Trump: 
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XV. Manille, and the four ſinalleſt Hearts or 
Diamonds, Queen, and one ſmall Club, King, 
Queen, and one ſmall Spade, Play a fmall Trump. 
= XVI. N. B. Baito, Punto, King, and two fmall 
Hearts or Diamonds; King and Queen of Clubs, 
Queen, and two ſmall Spades Lead Baſto. 
XVII. NV. B. Baſto, Punto, Queen, and two 
mall Hearts or Diamonds, Queen, Knave, and 
one fmall Club, King and Queen of Spades. Lead 
W Baſto. —_ EE OTE ng dh 
XVIII. N. B. Bafto, Punto, and three of the 
ſmalleſt Hearts or Diamonds, King and Queen of 
Clubs, Queen, Knave, and one ſmall Spade. Play 
Foo rr ĩ gt ao 
XIX. Baſto and the four ſmalleſt Hearts or 
Diamonds, King and Queen of Clubs, Queen, 
Knave and one {mall Spade. Play a ſmall Trump. 
XX. N. B. Punto, King, Queen, and two 
ſmall Hearts or Diamonds, King and Queen of 
Clubs, Queen, Knave and one ſmall Spade. Lead 
Fun. F108 0 E 
XXI. Punto, King, and three ſmall Hearts or 
Diamonds; King and Queen of Clubs, Queen, 
Knave, and one ſmall Spade. Play a ſmall 
Trump. 50 . . 
Vou are to obſerve that thoſe Caſes which are 
mark'd thus, (NM. B.) are very good Games to 
play, and that you have the Odds of your Swde, to 
vin thoſe which are not marked. 3 


CHAP. 
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V. Spadille, Punto, King, Knave, and ore 
{mall Heart or Diamond, the Knave and two 
| ſmall Clubs, and two ſmall Spades. Lead Punto. 
VI. Spadille, King, Queen, Knave, and one 
imall Heart or Diamond, with the Queen, Ea 
and one ſinall Club, and two ſmall Spades. cad 
the King of Trumps. | 
VII. Spadille, Three, Four, Five, and Six of 
Hearts or Diamonds, King of Clubs and one more, 

geen and two ſmall Spades; ; whether elder, or 
any other: Hand, when you have the Lead play a 
ſmall Trump, in the ſecond play Spadille. 

VIII. Manille, Baſto, Punto, and two ſmal! 
Hearts or Diamonds, three ſmall Clubs, and the 
Knave and one Spade. Lead Manille, 

IX. NM. B. Manille, Baſto, King, and two ſmal 
Hearts or Diamonds, Queen and one {mall Club, 
and three ſmall Sp ades. Lead Manille. 

X. N. B. Manille, Baſto, Queen, and two ſwall 
Hearts or Diamonds, Queen and two ſmall Clube, 
Knave and one Spade. Lead Manille. 
XI. Manille, Pgafto, with the three ſmalleſt 
Hearts or Diamonds, Queen and one ſmall Club, 
Knave and two ſmall Spades. Play a ſmall Trump. 

XII. M. B. Manille, Punto, King and two ſmall 
Hearts or Diamonds, Queen, Knaye, and one 
ſmall Club, King and one ſmall Spade. Lead 
Manille. | 
XIII. Manille, Punto, Gi and two ſmall 
Hearts or Diamonds, Queen and one ſmall Club, 
King and two ſmall Spades. Play a ſmall Trump, 
: XIV. Manille, Punto, and three ſmall Hearts 
or Diamonds, Knave and one ſmall Club, King, 


Queen and one ſmall Spade. Play a ſmall T 21 
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XV. Manille, and the four ſmalleft Hearts or 


Diamonds, Queen, and one ſmall Club, King, 
| Queen, and one ſmall Spade. Play a fmall Trump. | 


XVI. N. B. Baito, Punto, King, and two fmall 


Hearts or Diamonds; King and Queen of Clube, 


<8 


_—_— 


A Queen, and two ſmall Sp ades Lead Bafto. 
XVII. N. B. Bafto, Punto, Queen, and two 


mall Hearts or Diamonds, Queen, Knave, and 


one ſmall Club, King and Queen of Woes. Lead 


Baſto. 
XVIII. MN. B. Baſto, Punto, and 3 of the 


ſmalleſt Hearts or Diamonds, King and Queen of 
Clubs, Queen, Knave, and one ſmall Spade. Play 


a ſmall Trump. 
XIX. Baſto and the "TER ſmalleſt Hearts or 
Diamonds, King and Queen of Clubs, Queen, 


| Knave and one {mall Spade. Play a ſmall Trump. 


XX. NM B. Punto, King, Queen, and two 
| (mall Hearts or Diamonds, King and Queen of 
| Cute Queen, Knave and one {mall Spade. vrad 


Punto. 


XXI. Punt . ang three ſmall Hearts or 


Diamonds; King and Queen of Clubs, Queen, 
Knave, and one ſmall Spade. Play a ſmall 


Trump. 


You are to 8 that thoſe Caſes which are 
mark'd thus, (N. B.) are very good Games to 


play, and that you have the Odds of your Ste, to 
vin thoſe which are not marked. 7 


CHAP. 
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three ſmall Diamonds. Lead a ſmalt Trump. 
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CHAP. I. 


Gans in Black, which may be played, clin - 
King. 


4. PADILLE, Manille, and two ſmall Clubs 
F or Spades, the Knave and two ſmall Hearts, 
and three ſmall Diamonds. Lead a ſmall Trump. 
II. M. B. Spadille, Manille, and two ſmal 
Clubs or Spades, Queen, and two ſmall Heart, 


III. Spadille, Manille, and two ſmall Clubs or 
Spades, three ſmall Hearts, three ſmall Diamond, 

Lead a ſmall Trump. 

IV. NM. B. Spadille, King, Queen and two 
fmal! Clubs or Spades, with the Queen and one 

ſmall Heart, three ſmall Diamonds. Lead the 
King of Trumps. 

V. Spadille, King, Mares, and two ſmall Clubs, 

ueen and two Diamonds, two ſmall Hears, 

Play a ſmall Trump. 

VI. Spadille, Queen, and 3 ſmall Clubs « 
Spades, Queen and two ſmal! Hearts, two ſmall WW { 
Diamonds. Play a ſmall Trump. 

VII. Spadille, and the four ſmalleſt Clubs 0. 
Spades, King and one ſmall Heart, Queen and 
two ſmall Diamonds. Play a ſmall Trump. 

VIII. Manille, B-fto, King and two ſmall Club 
or Spades, three ſmall Hearts, and two ſmall Diz- 
monds. Lead Manille. | 
IX. Manille, Baſto, Queen and two ſmall Clubs 
or Spades, three ſmall Hearts, Queen, and on: 


ſmall Diamond. Lead Manille, PN, 
ER 1 X. Manille, 
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X, Manille, Baſto, Knave, and two ſmall Clubs 


or Spades, Knave and one Heart, three ſmall Dia- 
monds. Lead Manille. 


= Spades, een and two ſmall Hearts, Knave and 
EZ one ſmall Diamond. Lead Manille. . 

EZ ſmall Clubs or Spades, King, and one ſmall Heart, 
Queen, Knave, and one mall Diamond. Lead 
Manille. 

XIII. M. B. Manille, King, Knave, and two 
& ſmall Clubs or Spades, King and one ſmal' Heart, 
Queen, and two ſmall Diamonds. Lead Manille. 


one ſmall Diamond. Play a ſmall Trump. 

XV. Manille, and the four ſmalle& Clubs or 
Spades, King, Queen, and one ſmall Heart, two 
| (mall Diamonds. Play a ſmall Trump. 

XVI. N. B. Baſto, King, Queen and two ſmall 
Clubs or Spades, Queen and two ſmall Hearts, 
King and one ſmall Diamond. Lead Baſto. 


ſmall Clubs or Spades, Knave and one Heart, 
King, and two ſmall Diamonds. Lead Baſto. 


XVIII. N. B. Baſto, King, and three ſmall 
Clubs or Spades, King and Queen of Hearts, 


Trump. 

XIX. Baſto, and four of the ſmalleſt Clubs or 
Spades, King and Queen of Hearts, Queen, Knave 
and one ſmall Diamond. Play a ſmall Trump. 
= XX. NV. B. King, Queen, Knave, and two 

al Yn or _ King and Queen of 
Hearts, | 
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XI. Manille, Baſto, and three ſmall Clubs or 


XII. N. B. Manille, King, Queen, and two 


XIV. Manille, King, and three ſmall Clubs or 
Spades, Queen, and two ſmall Hearts, King, and 


XVII. N. B. Baſto, King, Knave, and 00 


— 
>... ety 
e 


[Queen, and two ſmall Diamonds. Play a ſmall 
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EKing and fix of Diamonds, King and ſix of Hearts, 
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Hearts, Knave and two ſmall Diamonds. Lead 


the King of Trumps. 


XXI. King, Queen, Seven, vis, and Five of 


Clubs or Spades, King and en of Hearts, 


Queen, Knave, and one ſmall iamond. Lead 


the King of Trumps. 


© You are ts obſerve that thoſe: Cafes which are 
mark'd thus, (N. B.) are very good Games to 


play, and you have the Odds of your fide, to win 


thoſe which are not marked. 
N. B. You are to call to your ſtrongeſt Suit, 


except you have a Queen guarded. And, if you 
are elder Hand, you Have a fairer Chance to vin 


the Game than if middle Hand, becauſe you 
have an Opportunity of leading a T rump, which 
frequently makes your Ane Play againk 
each other. 


6 H A P. IV. 


Caſes daltulptie, 1 the 3 the Odd. 


of winning the following Games at Quadrill, 
ſans prendre; and alſo ſuch Games as ought 
40 to be played fans die! x 


Ode, in Bla t, Eller . 


I R EE Matadotts in Clubs, King and 
fix of Diamonds, King and fix of Hearts, 


King, Five, and S ot Spades. Play 'l rumps to 


all the Elder hard Gamet. The above Game 


_ wins 27 to 4. 


H. Three Matadores PO the Three of Clubs, 


and 
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and two ſmall Spades. The above Game wins 


215 to 162, or about 4 to 3. l 
III. Three Matadores, three and four of Clubs, 
King and fix of Diamonds, and three ſmall 


$ Hearts. Wins 291 to 86, or above 10 to 3 


IV. Three Matadores, with the three, 1 and 


ue of Clubs, two fmall Diamonds, and two ſmall 
Hearts. Wins near 10 to 1. 


V. S>adille, Manille, King, Knave, Three, 


and Four of Clubs, two ſmall Diamonds, and 


two 25 Hearts. Wins 4895 to 3022, or about 
Vi Spadille, Manille, King, Three, Four and 


Five of Clubs, two fmall Diamonds, two ſmall 
F Hearts. Wins about 8 to 5. 


VII. Spadille, Manille, King, Three and Four 


of Clubs, King and fix of Diamonds, and three 
mall Hearts. Loles 1514 to 1125, or about 4 to 3. 


VIII. Spadille, Manille, Three, Four, Five, 


| and Six of Clubs, two ſmall Diamonds, and 
= two ſmall Hearts. Loſes 1 514 to 1125, or about 


3 to 4. 


IX. Spadille, Manille, Three, Four and Five 


3 of Clubs, King and one ſmall Diamond, and 
three ſmall Hearts. Loſes 2234 to 405, of above | 


11 RY: *::: 
X. Three falſe 138 and Three of Clubs, 


; King and fix of Diamonds, King and fix of Hearts, 


King and fix of Spades. Wins 215 to 162, or 


about 4t 


03. 
XI. Fhree falſe Matadores, Thins: and Four 
of Clubs, King and fix of Diamonds, King, fix, 


and five of Hearts. Wins 291 bo 8, or above 


10 to 5 
XII. Three 


n . ̃ l.. SINCE 3 N 


1 . et TurAT ISE on the 


7 XIL "Three falſe Matadores, Three, Four, and 
Five of Clubs, King and fix of Diamonds, two 
ſmall Hearts. Wins 1025 to 106, or near 10 to 1, 
XIII. Manille, Baſto, Queen, © Three, Four, 
and Five of Clubs, King and one ſmall Diamond, 
5 7 Hearts. Wins 4895 to 3022, or above 
8 ko | 
e. Manille, Baſto, Knave, Thiee, Four, 
and Five of Clubs, King and one ſmall Diamond, 
two ſmall Hearts. Loſes 4162 to 3755, or al- 
maoſt 10 to 9. 
XV. Spadille, Three, Four, Five and Six d 
Clubs, King and one ſmall Diamond, King of 
Spades, King and one ſmall Heart. He muſt 
lead a ſmall Trump, and his Chance then for win- 
ning is 1749 to 890, or near 2 to 1 for winning. 
XVI. Spadille, "Fhree, Four, Five, Six, and 
Seven of Clubs, King and one Diamond, King 


of Spades and Ring of Hearts. Wins abou 
| 27 EW 


CBA PW: 
GamMzs in Red, Elder Hand. 


4. HREE Matadores in Hearts, King 
1 and one Diamond, King and one Spade, 
King and two Clubs. Wims 24 to 11, 

or above 2 to 1. 

II. Three Matadores and Three of Hearts 
King and one ſmall Diamond, King and Queen 
of Clubs, and two ſmall Spades. Wins 701 on 

| 1001, 
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Clubs. 


VIII. Spadille, Manille, Three, Four, Five, 
and Six of Hearts, two ſmall Diamonds, two o {mall 


Diamonds. 


F Gans of QuADRILIE. | 83 
1561, r 4 to 1; beſides the Chance that his 
Kings and Queen pals, though he inould not fetch 


out all the Trumps. ._. | 
III. Three Matadores and Three and Four ol 
Hearts, King and one ſmall Club, and three nk 


Diamonds. Wins almoſt 4 to 3. 
IV. Three Matadores, Three, Four ad Five 
of Hearts, two ſmall Diamonds, two [mall Clubs. 
Wins 291 to 86, or above 10 to 3. 
V. Spadille, Manille, Punto, 


Loſes 1706 to 1 339, or above 
5 to 4. 


VI. Spadille, Maile. Panto; © 3 Foes and 


Five of Hearts, two ſmall Diamonds, two ſmall 
Clubs. 


Loſes 1514 to 1125, or about 4 to 3. 
VII. Spadille, Manille, King, Three, Four and 
Five of Hearts, two ſmall Diamonds, two ſmall 
Loſes 278 to 99, or about 14 to 5. 


Clubs. Loſs above 3 to 1. 


IX. Spadille, Manille, Te Four, Five, and. 


Six of Hearts, King and one Club, two ſmall 


Wins 1845 to 794, or above 9 to 4. 
X. Spadille, Manille, Two, Three, Four, 


Five and Six of Hearts, two ſmall. Diamonds, one 


ſmall Club. Wins above 9 to I, nearer to 10 to 1. 


XI. Four Matadores in Hearts, King and two 
Wins 


ſmall Clubs, King and two ſmall Spades. 
about 16 to 1. That he fetches out the Trumps 
15 7206 to 1465, near 5 to 1; beſides the Chance 
for his King's 5 Hough the "Tongs ſhould 


not fall. 
E XII. Three 


Queen, Three 
and Four of Hearts, .two ſmall Diamonds, and 
two ſmall Clubs. 
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84 4 fhort TxrATISy 2 the 
XII. Three falſe Matadores and Three of 


Hearts, King and one ſmall Cub, King and one 


Diamond, King and one ſmall Spade. Loſes 


5791 to 2880, or above 2 to 1. 
XIII. Three falſe Matadores, Three and Four 


ol Hearts, King and one Club, King and two 


Spades. Wins 215 to 162, or about 4 to 3. 


"XIV. Three falſe Matadores, Three, Four, 
and Five of Hearts, King and one ſmall Club, 


two ſmall Spades. Wins 291 to 86, or abovc 
10 to 3. 


XV. Three falſe Matadores with the Knave, 
the Three, Four, and Five of Hearts, one ſmall 
Diamond, two ſmall Spades. Wins 1025 to 105, 
near 10 to 14 but you are to ſuppoſe the Lead is 
to come into. your Hand a ſecond-time, without 
trumping with a Matadore. 
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XVI. Three falſe Matadores, with Queen, the } 


Three, Four and Five of Hearts, one ſmall Dia- 
mond, two ſmall Clubs, (as the former) wins near 
JO to. 

XVII. Manille, Baſto, King, Three, Four, 
and Five of Hearts, King and one Diamond, 


_ ſmall Clubs. Loſes 1514 to 1125, or about 


O 3. 
XVII. Manille, Baſto, Queen, Three, Four, 


and Five of Hearts, King and one Club, two 


ſmall Spades. Loſes 278 to 99, or near 3 to 1. 
XIX. Manille, Baſto, Three, Four, Five and 


Bix of Hearts, King and one Diamond, two ſmal 
Cubs. Loſes 2639 to 405, or about 6 to 1. 


XX. Spadille, Iwo, Three, Four, Five, and 
Six of Hearts, King and one Diamond, King 
of Spades, and the King of Clubs. That he 
fetches out three Trumps 1 Playing 1 


GAME of QUADRILLE. 8 
is above 4 to 1, and conſequently above 4 to 1 
for winning. 

XXI. Spadille, Three, Four, Five.” and Six of 


| Hearts, King and one Diamond, King and one 
| Spade, and the King of Clubs. 


the Player is 1384 to 1255, and conſequently the. 
| Odds is againft his winning the Game. 


If he plays the Game, he muſt begin with 
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he has no Chance at all. 


R 9 
e 


At his ſecond Lead he ought to play Spadille, 
„baving the faireſt Probability of winning the Game 
by that Method of Play. 


t 1 In all the Games of Falſe Matadores, we have 

| 1 the Player is not over-ruff'd before it 

e comes again into his Hand. 

a. M. B. If you ſhould have a San, prendre Game, 

at and it ſhould be 5 to 4 for winning it, you are to 
E conſider that the calling a King makes it a ſure 


Game won, beſides the Chance of winning a 
d, Vale; and therefore, upon a ſtrict Calculation, it 
ut is found t6 be more adviſcable to call a King in 

| uch a Caſe. 

rn, WW N B. A good Player may play a weaker 
wo Game, either elder or e Hand, than ms: 
7 | dic Hand. 
nd e 
1all CHAP: VI. 
and LAWS at 2UADRILLE. 
8 I. VXTHOEVFER names any Suit for Trumps, 
lle, be muſt ahide by it, though it ſhould 
is en to be his worſt Suit. 


1 16-8 


That three ſure Tricks in Trumps lie againſt | 


leading a ſmall Trump, for if he plays Spadille, 


86 A ſhorf TREATIS® on the 

II. If a Card happens to be faced in Dealing, 
you. muſt deal again, except it is the laſt Card. 
3 if hoy play with eleven Cards you are 

baſted. 
IV. If you play 58 prendre, or have Mata. 
dores, you are to demand them before the next 
Dealer has finiſhed his Deal, otherwiſe you loſe 
the Benefit of them. 

V. If any Body names his Trump without 

aſking leave, he is obliged to play Sans prendre, 
_ unleſs he is the younger: Hand, and all the reſt 
have paſs'd. 

VI. If any Body plays out of his turn, that 
Card played, may be called at any time in that 
Deal, provided he does not revoke; or the Adver- 
ſaries may demand the Partner of him who played 
out of his turn, or his own Etter to play any 
Suit he thinks fit. 8 
VII. After the Game is won; if the Perſon who 
won the ſixth Trick plays a ſeventh Card, he is 
obliged to play for the Vole. 

VIII. If you have four Kings dealt you, you 
are at Liberty, either to call a Queen to one of 
yonr Kings, or to call one of your Kings; but you 
are not to call the Queen of Trumps. | 
IX. If any Body ſeparates a Card from the reſt, 
he ought to play it, if the adverſe Party has ſeen 
it, unleſs he plays Sans prendre, 
X. If the King is called, or his Partner plays 
_ out of his Turn, no Vole is to be played for. 
XI. No Perſon is to be baſted for a Renounce, 
unleſs the Trick is turned and quitted ; and if any 
Perſon renounces, and it is diſcovered, if the play- 
er ſhould e to be baſted by ſuch TRIES, 
5 9 
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F Ueber are to take up their Cards and play 


1 em over again. 

XII. If Spadille is forced to play, he is not ob- 
* to make his three Tricks. 

XIII. Whoever undertakes playing the Vale, 


pas the Preference of playing, betore him who | 


n to play Sans prendre. 


XIV. If all the Parties agree to it, before you 
begin to play, let the Perſon have the Preference 
of playing who plays for the moſt Tricks; which 


vill prevent ſmall Games from being played. 


XV. The Player is entitled to know who is his | 


i ing called, before he declares for the Vole. 


XVI. When fix Tricks are won, he who won 
the ſixth Trick ought to ſay, I play the Vole; or 
J de not Play the Velez or, 8 nothing 


Felſe. 


XVI. He who wins the Hole, is to take dou- 


ble the Stake played for out of the Pool. 


i 


XVIII. He who aſks Leave (if elder Hand) 


may play Sans prendre, in Preference to any of the 


Þ other Pla * | 
XIX. If you have one King only, you may 
call urſelf? but muſt win fix Tricks. 


| Bod 
Xl. He who has paſſed once, (unleſs he has 
| Spadille) has no right to play afterwards; alſo, 
he who has aſked the Queſtion is obliged to play, 
E unleſs ſome Body elſe plays Sans prendre. | 
XXII. If the Player or his Friend, ſhew their 


Cards before they have won fix Tricks; the Ad- 


| rerfaries may call their Cards as 7 pleaſe, ſpe- 


7 Tons XXIII. 


| cifying each Card. 
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XX. If you play the King ſurrendered, he muſt 
vin fix Tricks who demands the King of any 
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88 A bort Taxaris E, &c. 
XXIII. Whoever has aſked Leave cannot play 
Sans frendre, unleſs he is forced. 


XXIV. You are at Liberty to look at the Tricks 


when you are to lead, but not otherwiſe. 
XXV. Whoever undertakes playing for the 
Vole, and does not ſucceed, has a right to the 
Stakes Sans prendre, and Matadores if he has them, 
having won his Game. 
5 Forced Spadille cannot play for the 
ole 
XXVII. If any Perſon diſcovers his Game, he 
is not entitled to play the Vole, _ 
XXVHI. If there happen to be two Cards of 
the ſame Sort, aud found out before the Deal is 
ended, the Deal is void; but not otherwiſe. 


XXIX. No Body is to declare how many 


T rumps are played out. 
XXX. He who plays, and does not make three 


T ricks, is to be baſted alone, unleſs he plays forced : 


Spadille. 
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ON THE GAME or 


Back = Gammon. 


CONTAINING, 


A TABLE of the thirty- 
| ſx Chances, with Di- 
rections how to find out 
the Odds of being hit, 

upon fingle or double 
Dice. | 


Rules whereby a Beginner | 


may with due Attention 
| to them, attain playing 
it well. 
re ſeveral Stages for car- 
| rjing your Men home, 


in order to loſe no Point.! 


How to find out who is for- 
wardeſt to win a Hit, 


Caſes ſtated for Back- 


GAMEs, with Directi- 
ons how to play for one, 

Caſes ſtated, how to know 
when you may have the 
better of ſaving a Gam- 
mon by running. 


Variety of Caſes of Curio- 


ſity and Inſtruction. 
The Laws of the Game, 


by EDMOND HOYLE, Genr. 


n ͤ 
Pinted by PETER HOEY, at the MeRxcuRy, 
[No, 3] i in SK INNER-RO w. 
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0 THE GAME or 


| BACK-GAMMON. 


— dh 4 * 


58 H a Pa... 
at i is neceſſary for a | ar to know 


D how many Points he ought to throw upon 
3 Noe two Dice, one Throw with another; we fhall 
Wake the following Method go demonſtrate it. 
| Example, I would know how * Chances 
e are upon two Dice? e 1 

e Anſwer is thirty- 0 ix. {+ 


1 would alſo know how many Points there are 
= the thirty-fix Chances ? 


The Anſwer to which take as follows : 


Viz. J 
2 Aces — — 4 
2 Deuces — 8 
„2 Trois . — 12 
2 Fours — — 16 
2 Fixes — — 20 | 
2 Sixes r 
6 and 5 twice — 22 
6 and 4 twice, =——— 20 
6 and 3 twice ——— 18 
'6 Tag : twice 


6 and 
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6 and 1 twice 


— — * 


14 
Y 5 and 4 twice ——— 18 
F 5 and 3 twice —— 16 
| 5 and 2 twice ——— 14 
5 and 1 twice ——— 12 
| 4 and 3 twice ——— 14 
| 4 and 2 twice — 12 
| 4 and 1 twice ——— 10 
3 and 2 twice ——— 10 
3 and 1 twice — 8 

3 Al 1 twice. 6 1 

Ro — Points. | by 

Divided by 36 EN 8 | of 

| 288 tak 

on 

294 divided by 36, ſolves the RY by 1 

which it appears, that one throw with another, m 


you may expect to throw 8 upon 2 Dice. 


I would know how many Chances there are 
upon two Dice? 


mike Anſwer i is 36, which are as follows: 
. Chances. 
| | Sixes — — 1 
| 2 Five — — 1 
N 2 Fours — — 1 
N 2 Trois — — 1 
N 2 Deuces — — 1 
? 2 Aces — — 1 
| 6 and 5 twice 3 2 
; 6 and 4 twice —— 2 
| 6 and 3 twice — 2 
6 and 2 twice ——— 2 
6 and 1 twice —— 2 
; 5 and 4 twice — 2 


5 and 
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5 and 3 twice —— 
5 and 2 twice 
*5 ard 1 twice 
4 and 3 twice ——— 
4 and 2 twice —— 
*4 and 1 twice ——— 
3 and 2 twice 
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J by this Table of 36 Chances, what are the Odds 
of being hit, upon a certain, or flat Die, let him 
take the following Method. 

| Example. Lo know the Odds of being hit up- 
on an Ace? | | 


mark'd. 
B #2 Aces — ä — 
#6 and I tw.ce ——— 
*5 and 1 twice ——— 


8 1 — 


*4 and 1 twice 
I * 3 and 'I twice 


. 


Total 1 1 

Which deducted from 30 
- The Remainder is 25 
By this Method it appears that it is 25 to 11 


| {at Die, as you have ſeen with the Ace, 
ein 0 I would 


Becauſe a Learner may be at a Lofs to find out 


Look in the Table, where you will find thus“ 
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| againſt hitting any Ace, upon a certain or flat Die. 
| The like Method may be taken with any other 
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To explain further to a Learner how to make 
uſe of the Table of 36 Chances, when at a Los 
to find the Odds of being hit upon any certain 
lor flat) Die, this ſecond Example 1s here added, 
to ſhew how to find by that Table the Odd: of 
| 8 hit upon a „ 


Sixes — 
Fro — 
Deuces 
and 5 twice 
and 4 twice 
and 3 twice 
and 2 twice 
and 2 twice - 
and 1 twice 
and 1 twice 


me 


ul 


| 
| 


3 
DDD I HH 


422 


Which dedudted from 25 
The Remainder is 19 


It the foregoing Example it is evident, that u 
35 19 to 17 againſt being hit upon a 6. 


he Odds of 2 Love is about 5 to 2, 
Th 


and of 210 1: |S 
and of. 1'LOve- 1 1 2. 
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CHAP. 


F you play 3 up at Bacs-Gammon, your principal | 
4 View, in the firſt Place, is, either to ſecure 
your own, or your Adverſary's Cing. Point; when 
that is effected, you may play a puſhing Game, 
and endeavour to Gammon your Advertary. 

The next beſt Point (after you have gain'd your 
Cing. Point) is to make your Barr Point, thereby 
re venting your Adverſary's running with two 
Sixes. | 5 


III. 

After you have proceeded thus far, you are, in 
the next Place, to prefer the making your Quatre 
Point in your own Tables, rather than the Quatre 
Point out of them, 

255 | 1 5 

Having gained theſe Points, you have a fait 
Chance to gammon your Adverſary, if he is very 
forward: for ſuppoſe his Tables are broke at 
home, it will then be your Intereſt to open your 
Barr Point, and oblige him to come out of your 
Tables with a 63 and having your Men ſpread, 

you not only may catch that Man which your 
Adverſary brings out of your Fables, but you 
will alſo have a Probability of taking up the Man 
left in your Tables, (upon Suppoſition that he had 
two Men there.) And ſuppole he ſhould have a 
Blot at home, # will then be your Intereſt not to 
make up your Tables; becauſe if he ſhould enter 
upon a Blot which you are to make for the Pur- 
pole, you will have a Probability of getting a 
turd Man; which, if accompliſhed, will give you, 
„ K 2 ; at 
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at leaſt, four to one of the Gammon ; whereas, 
if you have only two of his Men up, the Odd: 
arc in his Favour that you do not gammon him. 


If you play for a Hit only, 1 or 2 Men taken 
up of your Adverſary's, makes it ſurer than a 
greater Number, provided that your Tables arc 
made up. ee 


Dirxc Tions how te carry your Men home. 


When you carry your Men home, in order to 
loſe no Point, you are to carry the - moſt diſtant 
Man to your Adverſary's Barr Point, that being 
the firſt Stage you are to place it on; the next 
Stage is 6 Points further, viz. in the Place where 
| Four Adverſary's 5 Men are firſt placed out of his 
Tables; the next Stage is upon the fixth Point in 
your Tables. This Method is to be purſued till 
all your Men are brought home, except 2, when 
by lofing a Point, you may often ſave your Gam- 
mon, by putting it in the Power of 2 Fives, or 2 
Fours to fave it. BY, . | 
5 VII. 


If you play to win a Hit only, you are to en- 
deavour to gain either your own or your Adver- 
fary's Cinque Point: and if that fails, by your 
being hit by your Adverſary, and you find that 
he is forwarder than you, in that Caſe, you muſt 
throw more Men into his Tables. The Manner 
of doing it is thus: Put a Man upon your Cinque 
or Barr Point, and if your Adverſary neglects to 
hit it, you may then gain a forward Game in- 
ſtead of a back Game; but if he hits you, * 

| muf. 
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muſt play for a back Game, and then the greater 
Number of Men which are taken up, makes your 
Game the better, becauſe you will by that Means 
preſerve your Game at home: and you muſt then 
always endeavour to gain both your Adverſary's 
Ace and Trois Points, or his Ace and Deuce 
Points, and take Care to keep 3 Men upon his 
Ace Point, that if you Chance to hit him from 
thence, chat Point may remain ſtill ſecure to you- 

„ If. | 

At the beginning of a Set do not play for a 
hack Game; becauſe, by fo doing, you. would 
play to a great Diſadvantage, running the Riſk of 
à Gammon to win a fingle Hit. 


CHAP 
DineEcTIONS far playing at ſetling cut the 36 


Chances of Dice, when you are t9 Play for 2 
| Gammon on for a ſingle Hit. 
55 


W O Aces, to be played on your eing. 
Point and Barr Point, jor a Gammon 5 03 
for a Hit. | | 

= 5 


Two Sixes, to be played on your Adverſary's 
Barr Point, and on your own Barr Point, for a 
Gammon, or for a —_ 
III. 

* Two Trois; two to be played on your Cinq, 
Point, and the other two on your Treis Point in 
your own Tables, for | en on ye 

7 Two Deuces to be played on your Quatre 
Point | in your oyn Tablcs, and two to be brought 
K 3 over 


— R—ovvarmtecut. 
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over from the five Men placed in your Adverſary 5 
Tables, for a Gammon 1 rad | 

t Two Fours, to be brought. over from the 
hve Men placed in your Advertary's Tables, and 
to be put upon the Cinq. Point in your own Ta. 
bles, for a Gammon only. 

VI. 
Two Fives, to be brought over from the five. 
Men placed in your Adverſary's Tables, and to be 
put on the Trois Point in your own 1 Tables, tor a 
Gammon, or for a Hit. 
VII. 

Size Ace, you are to take your Barr Point, for 

4 Gammon, or for a Hit. 

. 
Size Deuce, a Man to be brought from the 
five Men placed in your Adverſary's Tables, and 
to be placed on the Cin. Point in your own Ta- 
bles tor a Gammon, or 3 a Hit. 
Six RT Three, a Man to be brought from your 
Ad verſary's Ace Point, as far as he will go, for a 
Gammon, or for a 998 

Six and Four, a Man to be brought from your 
Ad verſary's Ace Point, as far as he will go, for a 
Gammon, or for 2 Hit. 

Six and Five, a Man to be carried from your 
Adverſary's Ace Point, as far as he can go, for a 
Gammon „or for a Hit. 

XIE-: 

Cinq and Quatre, a Man to be carried from 
* your Kaverlary* s Ace Point, as far as he can 60, 
fora Gammon, or for a Hit. 11 
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XIII. 
2 Cin. Tron, to make the Trois Point in your 
| own Tables, for a Gammon, or for a Hit. 
3 + PO 
E Cing. Deuce, to play two Men from he five 
3 Fawry in your Adverſary's Tables, for a Gam- 
. mon, or . 
i AY. 


1 Cing: A, to bring. one Man from the five : 
4 | placed in your Adverſary's Tables for the Cing. 
and to play one Man down on your Cinq. Point in 
| | your own Tables for ig? 75 , for a Gammon only. 
' Quatre Trois, two Men to be brought from the 
fire placed in your Adverſary 8 Tables, for a Gam- 
non, or for a Hit. | 

f XVII. 


5 uatre Deuce, to make the Quatre Point in 
ay own Tables, for a Gammon, or for a Hit. 
XVIII. 
| + Quatre Ace, to play 2 Man from the five 
placed in your Adverſary's Tables for the Quatre, 
and for the Ace, to play a Man down upon the 
E Cing, Point 1 in your own Tables, for a i Gammon 


| only, | 
| XIX. 
Trois Deuce, two Men to be, brought from the 
| five placed in Town Adverlary' s Tables, for a Gam- 


mon only. On 


Trois 2 to make the Clos Point in your 

oyn Tables, for a Gammon, or for a Hit. 

Rap + 5 5 

* Deuce Ace, to play one Man from the five 

Men pigced in your Adverſary's T ables for the 
| Deuce; 
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Deuce; and for the Ace, to piy a Man down 
upon the Cinq. Point in your own Tables, for a 
Gammon only. 


CHAP. IV. 


\DinzerioNs 1 to play 74 Chances that art 
marked thus < * 4 When cs are only to Play fo 


a Hit. b 
OT 1 
wo Trois, two of them are to be played 4 
on your Cinq. Point in your own Tables, p, 
and with the o.her two you are to take the pas b 
Point! in your . Fables. F 
Pe 


+ Two Dences, two of them are to be aliveta on WW 17 
your Quatre Point in your own Tables, and with 

the other two you are to take the Trois Point in m 
vour Adverſary's Tables. l or 
The two foregoing Caſes are to be played in 0 
this Manner, for this Reaſon, viz. That thereby ; _ 


you avoid being ſhut up in your Adverſary's Ta. 
bles, and have the Chance of throwing high Dout- res 
lets to win the Hit. Tt. 
III. Lor: 


vo Fours, two of them are to take your 7% 
Adverſary's Cinq. Point in his Tables; and for the all 
other two, two Men are to be brought from the to 
N hve placed | in your ory 5 Tables. Cal 
. * Cinq. Ace, play the Bing 6 the five 
At, placed in your Adverſary” s Tables, and pla) 
the Ace from your Adverſary's Ace Point. 


V 
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= 2. Quatre Ace, play the Quatre from the five 
Men placed in your Adverſary's Tables, and play 
E the Ace from the Men on your Adverſary's Ace 
Point. 955 | | 
1 VI. | 


3. Deuce Ace, play the Deuce from the five 
Mien placed in your Adverſary's Tables, and play 
che Ace from your Adrerſaryj's Ace Point 

E MN. B. The three laſt Chances are played in this 
Manner, for the following Reaſon: By laying an 
Ace down in your Adverſary's Tables, you have a 
Probability ot throwing Deuce, Ace, Trois Deuce, 
| Quatre Trois, or Size Cinq. in two or three 
| Throws; in any of which Caſes you are to take a 
I 3 which gives you vaſtly the better of the 
You may obſerve by the Directions given in 
this Chapter, that you are to play 9 Chances out 

of the 36 in a different Manner for a fingle Hit, 
to what you would do when playing for a Gam- 
mon. 
In this and the foregoing Chapter, plain Di— 
rections are given, how, at ſetting out to play all 
the Chances on the Dice, either for a Gammon, 
or a fingle Hit; but it is impoſſible to give full In- 


Wh firuftions for the whole Progreſs of the Game; 
all that can be done towards helping a Learner, is 
FW 


to communicate ſome Obſervations, Hints and 
Cautions, which if attended to, may be of Uſe 
Ito him. | I: | 


CHAP, 
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CHAP. V. 


Som: OvsE RvVATIONS, HinTs, and CAvTiON:, 


1 which are ta be attended tu. 

x NI the Directions given to play for a Gan- WE 
D mon, you are voluntarily to make ſome Plots, 0 
N the Odds being in your Favour, that they are net bl 
= hit; but ſhould it ſo happen, that any Blot is hit, “ 
| zs in this Caſe you will have three Men in your BW 
} Adverſary's Tables, you muſt then endeavour io 

i fecure your Adverſary's Cinque, Quatre, or Trois WF . 
N Point, to prevent a Gammon, and muſt be very BF 
F cautious how you ſuffer your Adverſary to take vp 
1 a fourth Man. e | i fol 
f Take care not to crowd your Game at any time a 


if poſſible. What is meant by crowding a Game, WM /* 
is the putting many Men either upon your Trois 


or Deuce Point in your own Tables; which ie, in | 10 
Effect, loſing of thoſe Men, not having them u lo 


Play. Befides, by crowding your Game, to al. Bil .. 
tempt to fave a Gammon, you are often gammon- 
ed: becauſe when your Adverſary finds your *. 
Same open, by being crowded in your own La. G 
| bles, he may then play his Game as he thinks fit. Wi 5 
8 | 


By Recourſe had to the Calculations, you my for 
know what are the Odds of your entering a fingi 17 
Man upon any certain Number of Points, and 6) 40 
that Means you may play your Game accor- Wil 5 


ingly. 
e IV. 1 
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If you are obliged to leave @ Blot, by Recourſe 

had to the Calculations for hitting it, you will find 
the Chances for and againſt you; and conſequent- 
ly you will be enabled to judge how to play your 

| Game to the greateſt Advantage. 

E You will alſo find, by the Calculations, the 

Odds for and againſt you'by being hit upon dou- 

ble Dice, and conſequently you will have it in 

your Power to chuſe ſuch a Method of Play as is 

| moſt to your Advantage. 

REES VI. 

If it is neceſſary to make a Run in order to 
vin a Hit, and you would know to a Point which 
is forwardeſt, your Adverfary or you, take the 
following Method. 1 

Begin with reckoning how many Points you 
moſt have to bring home to your Size Point, in 
your own Tables, the Man that is at the greateſt 
| Diſtance from it, and do the like by every other 
Man that is abroad; when the Numbers of thoſe 

Abſentees are ſummed up, add to them the fol- 
| lowing. Numbers for thoſe alrcady in your own. 
Table: (ſuppoſing the Men that were abroad as on 
your Size Point for bearing) namely, fix for every 
Man on the Size Point, five for every Man on the 
| Cinque Point, four for every Man on the Quatre 
Point, three for every Man on the Trois Point, two 
ſor every Man on the Deuce Point, and one for 
| every Man on your Ace Point. Do the like to 
your Adverſary's Game, and then you will know 
_ of you is forwardeſt, and likelicit to win the 
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CHAP. VI. 


Obſervations and Directions fer a Learner that ha; 


made ſome Progreſs at Back-Gammon ; Particu. 


lar DireHions for NYE their Men. 
1. 
] F your greg, is greatly before you, never 
play a Man ſrom your Quatre, Trois or Deuce 


: Points, in order to bear that Man from the Point 


where you put it, becauſe that nothing but high 
Doublets can give you any Chance for the Hit; 
therefore inſtead of playing an Ace or a Deuce 
from any of the aforeſaid Points, always play them 
from your Size or higheſt Point, by which Means 
325 will find, that throwing two Fives, or two 

ours, will, upon having eaſed your Size and 
Cinque Points, be of great Advantage to you; 
whereas, had your Size Point remained Joaded, 


you muſt, perhaps, be obliged to Py at Lengk 


thoſe Fives and thoſe Fours. 
II. 
Whenever you have taken up two of your Ad- 


_ verſary's Men, and that you happen to have two, 


three, or more Points made in your own Tables, 
never fail ſpreading your Men, in order either to 
take a new Point in your Tables, or to be ready to 
hit the Man your Adverſary may happen to enter. 
As ſoon as he enters one of his Men, you are to 
compu!” his Game with your's; and if you find 


your Game qual to his, or better, never fail taking, 


his Man up, if you can,. becauſe it is 25 to 11 


againſt his hitting you 3 which Chance, being ſo 


much in your Favour, you ought always to run 
that Riſk, when you have already two of his Men 


up. | 
There 


GAM 6f Back-GAMMON. TO} 
There is this Exception to this Rule, that if you 
play for a ſingle Hit only, and that your playing 


that Throw otherwiſe, gives you a better Chance 
for the Hit, you ought not to take up that Man. 
As ty ed M.. 


Never be deterred from taking up any one Man 


of your Adverſary's, by the Apprehenſion of his 


nitting you with double Dice, becauſe the faireſt 


Probability your Adverſary has of hitting you, is 
ve to one againft him. | 
3 IV. 


if you ſhould happen to have five Points in 


your Tables, and to have taken up one of your 


Adverſary's Men, and are obliged to leave a Blot 


out of your Tables, take care, if it is in your 


Power, rather to leave it upon Doublets, than any 
other Chance, becauie Doublets are 35 to 1 againſt 
his hitting you, and any other Chance 1s but 17 
to one againſt him. „ 

V. 


Two of your Adverſary's Men in your Tables 


are better for a Hit, than any greater Number, 
provided your Game is forwardeſt, becauſe his 
having three or more Men in your Tables, gives 
him more Chance to hit you, than if he had only 
two Men in them. . 
VE 


if yo are to leave a Blot, upon your entering 
of a Man in your Adverſary's Tables, or other- 
wiſe, and have it in your Choice to leave it upon 


what Point you pleaſe, always chooſe that which 


is the moſt diſadvantageous to him. To illuſtrate 
this by an Example, let us ſuppoſe it is his Intereſt 
o hit you or take you up as ſoon as you enter, 
in that Caſe you arc to leave the Blot upon his 
PL 1 loweſt 
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loweſt Point; that is to ſay, upon his Deuce Point 
rather than upon his Trois Point, or upon his 
Trois Point preferably to his Quatre Point, or up- 
on his Quatre Point preferably to his Cinque Point, 
becauſe, (as has been mentioned before) all the 
Men your Adverſary Plays upon his Trois, or his 
Deuce Points, are dee med as loſt, being in a great 
Meaſure out of Play, thoſe Men not having it in 
their Power to make his Cinque Point, and conſe- 
quently his Game will be crowded there, and open 
elſewhere, whereby you will be able alſo much to 
annoy him. 1 
1 VB 7 bc. 


To prevent your Adverſary from bearing hi; 
Men to the greateſt Advantage when you are run- 
ning to ſave your Gammon ; as for Inſtance, ſup- 
poſe you ſhould have two Men upon his Ace Point 
and ſeveral other Men abroad, though you ſhould 
loſe one Point or two in putting your Men into 
your Tables, yet it is your Intereſt to leave a Man 
upon your Adverſary's Ace Point, which will have 
this Conſequence, that it will prevent his bearing 
his Men to his greateſt Advantage, and will allo 
give you the Chance of his making a Blot, which 
you may Chance to hit. But if, upon a Calcula- 
tion, you find that you have a Throw, or a Pro- 
ability of ſaving your Gammon, never wait for 
4 Blot, becauſe the Odds are greatly againſt hit- 
ting it. 61 


CHAP 


GAME of BAck-GAM MON. 109 


CHAP. VII. 


Ceſes, put by Way of Examples, to ſhew how to cal 


culate the Odds of ſaving or winning a Gammon. 
J. 


CUPPOSE your Tables are made up, and | 


that you have taken up one of your Adver- 

ſary's Men; and ſuppofe your Adverſary has ſo 
many Men abroad as to require three Throws to 
put them in his Tables. | | 

Query, Whether you have the better of a 
Gammon, or not? I 

Anſwer, It is about an equal Wager that you 
gammon him. WT 

Becauſe, in all Probability, you will have bore 


two Men before you open your Tables, and when 


you bear the third Man, you will be obliged to 


open your Size or Cinque Point; in that Caſe it is 


probable, that your Adverfary muſt take two 


_ Throws before he enters his Man in your Tables, 


and two Throws more before he puts that Man 


into his own Tables, and three Throws more to 
put into his own Tables the Men which he has 


abroad, which in all makes ſeven Threws: And 


as you have twelve Men to bear, which. probably 


will take ſeven Throws in bearing, becauſe you 
may twice be obliged to make an Ace, or a Deuce 
betore you can bear all your Men. EK 


N. B. No Mention is made of Doublets of ei- 
ther Side, that Event being equal to each Party. 
The foregoing Cale being duly attended to, 
ſhews it is in your Power to calculate very nearly 
the Odds of ſaving or winning a Gammon upon 


moſt Occaſions. 
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that my Adverſary has all his Men in his Tables, 
three upon each of his five higheſt Points. 


moning me, or not? 


in l! — — 4 


there is a further Conſideration to be added tor 
| you, which i is, that your Adverſary may make one 
or two Blots in bearing, as is frequently the Caſe : 


| ly the better of the Probability of ſaving your 


not be hit but by double Dice; to hit the one, the 


IT. 
Suppo! e I have three Men upon my Adverſary'. 
Ace Point, and five Points in my Tables, and 


Query, W hether the rang & is for his\gam- 


Anf wer. Points. 

F or his bearing 3 Men from his 6 Point, is 18 

from his 5 Point, — 15 

from his 4 Point, — 12 

from his 3 Point, — 9 

from his 2 Point, — 6 

Total, — 60 
To bring my 3 ; Men from: my 
Adverſary's Ace Point, to my 
Size Point in my Tables, be- 

ing for each 18 Points, make 


The Remainder is — > 
Anda as beſides the fix Points in your Favour, 


You ſee by this Calculation, that you have great- 


ammon. 
N. B. This Caſe is ſuppoſed. * an n Equality 

of throwing. 
III. 


Suppoſe I eave two Blots, either of which can- 


R Caſt 
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Caſt muſt be eight, and to hit the other, it muſt 
be nine, by which Means my Adverſary has only 
one Dye to hit either of them. 


Query, What are the Odds of his hitting either 


of thoſe Blots? 
Anſwer. 


The ee on two Dice are in all, 36 


bo, ss and 2 twice, 
The Chances) 5 and 3 twice, 
). ² 1X 
F 

The Chances | © er e ee 
to hit 9 are,) 5 44 twee, 

| | 2 Trois, J i: iO 


* 
i 
{ 
(| 


* 
U 
1 
! 


0 
* 
U 


Total Chances for hitting, 11 


E 


Remain Chances for hitting, 25 


—— Semen rt + 


$o that it is 25 5 to 11 that be will not hit either of 
thoſe Blots. 
IV. 


To give another Example, let us ſuppoſe that I 


leave two other Blots than the former, which can- 
| not be hit but by double Dice ; the one muſt be 
hit by eight, and the other by ſeven. 

Query, W hat are the Odds of my Adverſary” 
Ig either of thoſe Blots ? 
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The Chances 


ble of 35 Chances) how many 
any of thoſe Blots, and add altogether in one Sum, 
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Anſwer. 
'The Chances on two Dice are in all, 


6 and 2 twice, 
5 and 3 twice, 
two Fours, 
two Deuces, 


6 and 1 twice, 
5 and 2 twice, 
(4 and 3 twice, 


The Chances 
to hit 8 are, 


414 FH 


to hit 7 are, 


T 05 tal Chances for bite, 12 


Nene Chances for not hitting, 24 


Therefore it is two to one, that I am not hit. 


The like Method is to be taken with three, four, 
or five Blots upon double Dice; or with Blots 


made upon double and fingle Dice at the fame 


Time; you are then only to find out (by the Ta- 


which ſubſtract from the Number 36, which is the 
Whole of the Chances upon two Dice : 90 doing, 


reſolves any Queſtion 2 2 


The following Caſes are to ſhew a Way of cal- 
culating, which may be called a mechanical Way 


of ſolving of Queſtions of the like Nature. 
I would know what are the Odds of ä 7 


twice, er 10 twice? 
Anſwer. 


It is 5 to 4 that 10 is thrown once before 7 13 
| thrown twice, which is demonſtrated as follows: 


Suppoſe 


there are to hit 
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Suppoſe the Stake depending is nine Pounds, 
my firſt Throw entitles me to have one-third Part 
of that Money, becauſe ) has 6 Chances toi it, 
and 10 has but three Chances, and therefore it is 
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two to one. 15 

3 . 

For the firſt Throw — J 0 N 

Having taken 3/. out of the 90. for the [1 
firſt Throw, the Remainder is 6/. out " 
of which a third Part 1s to be taken F 
for the ſecond I hrow, wt 2 0 0 


The 'Tatal is, 5 io 8 
Remains, 4 0 © 
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The whole Stake is 9 © O 


3 
{ would know what are the Odds of entering a 
Man upon any certain Point in two Throws? 
5 Anſwer. 
Suppoſe 36 Shillings is the whole Stake depend- 
ing, I would know what is my Share of that Stake, 
| having layed 18 Shillings that I enter in two 
Throws ? By the Caleulations in the Tables of 36 
Chances, it is found that I have 11 Chanees out 
ot the 36 for entering the firſt Throw, for which 
therefore I am entitled to 11 out of the 36 Shil- 


lings. 
0 8 3 
Ihe Stake is, mm. 210.0 


For the firſt Throw, — 11 0 


Remains, 25 0 
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Adding this to the other 11 Shillings; 
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The Remainder, being 25 Shillings, is 


to be divided into 36 equal Parts, of 
which I am entitled to eleven of 
thoſe Parts, which make 74. Td. for 
the ſecond Throw. — CER 


makes my Share of the Stake to be, 18 ) 
Then my Adverſary' « Share will be, — 17 4 
Total of the Stake, 36 0 


Therefore it is very nearly 1 5 to 14 in Fayour 


ol entering a Man upon any certain Point in two 


Throws. 
CHAP. VIII. 
Critical Cafe for 4 Back-Game. 


L T us nde A plays the e and 
— that all his Men are placed in the uſual 


Manner. | 


For B's Game, let us ſuppoſe that 1 13 of his 


Men are placed upon his Adverſary- s Ace Point, 


and one Man upon his err s Deuce mn 
and that B is to throw. 


Anſwer, A's is the beſt by Gold or Silver, or 21 
for, to 20 againſt ; becauſe, if B miſſes an Ace to 


take his Adverſary's 5 Deuce Point, which is 15 0 
I againſt him, A is, in that Caſe, to take up B. 
Men in his Tables, either ſingly, or to ma ke 
Points; and if B ſecures either A's Dc 


uce 1 Trois 
Point, 


Query, Which Game is krelieſt to win the 
Hit? 
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point, in that Caſe, A is to lay as many Men 
down as poſſible, in order to be hit, that thereby 
ne may get a Back- game. TY 

When you are pretty well verſed in the Game 
of Back-gammon, by practiſing this Back game, 
vou will become a greater Proficient in the Game 
than by any other Method, becauſe it clearly de- 
monſtrates the whole Power of the Back- game. 
1 e II. Back- game. . 

Let us ſuppoſe A to have five Men placed up 
| on his Size Point, five Men upon his Quatre 
Point, and five Men upon his Deuce Point, all in 
his own Tables. 7 | 

| And let us ſuppoſe B to have three Men placed 
upon A's Ace Point, three Men upon A's Trois 
Point, and three Men upon A's Cinque Point; 
let B alſo have three Men upon his Size Point in 
his own Tables, and three Men placed out of his 
Tables, in the uſual Manner. IB 
Query, Who has the better of the Hit ? 
Anſwer, It is an equal Game; but to play it 
critically, the Difficulty lies upon B, who is in the 
| firſt Place to endeavour to gain his Cinque and 
| Quatre Points in his own Tables, and when that 
| 15 effected, he is to play two Men from A's Cinque 
| Point, in order to oblige his Adverſary to blot, by 
tarowing an Ace, which if B hits, he will have the 
faireſt Probability of winning the Hit. 

III. Back-Game. 

Suppoſe A has three Men upon B's Ace Point, 
and three Men upon B's Deuce Point, alſo three 
Men upon his Size Point in his own Tables, and 
three Men upon his uſual Point out of his Tables, 
ind three Men where his five Men are uſuaily 

placed in his Adverſary's Tables. þ : 

Res An 
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And let us ſuppoſe B has his Men placed i 
the ſame Manner, both in his own and his Ad. 
verſary's Tab'es, with this Difference only, vx, 
initead of having three Men put upon A's Deuce 


Point, let him have three Men "OP A's Troj 
Point. 


Query, Who hes the beſt of the Hit ? an 
Anſwer, A; becauſe the Ace and Trois Point N 
50 are not ſo good for a Hit, as the Ace and Deuce 
Points in your Adverſary's Tables; for this Res. 
ſon, becauſe when you are bearing your Men, 
you have the Deuce Point in your own Tables b V 
play your Men upon, which often prevents you et 
making a Blot, which muſt happen otherwiſe to Hot 
your Adverſary; and take Care to lay down Men \ 
to be hit as often as you can, in order to keey and 
your Game backward, and for the ſame Reaſon | þ 
avoid hitting * Blots which Re nw "on in! 
makes. we 
* TV. tre 
As a Caſe of eee and Infiru#lion. 4 
| | nin 
Let us ſuppoſe A has his 15 Men upon eur 


Ace Point, B is ſuppoſed to have his Barr Point, 
alſo his Size, Cinque, ne; and Trois Point 
in his own Tables. | an 

Query, How many Throws ! is A likely to take ſec 
to bring his 15 Men into his own Tables, and to ba 


dear them hit 
Anſwer, You may undertake to do it in ſeventy up 
five Throws. the 


It is Odds in A's Favour that he throws an A N 
in two Throws; it is alſo Odd's in A's Favout 5 
that he throws a Six in two Throws; 2 theſe . 

. vent! 
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Fvents happen, A has a Probability of not want- 
Ing above two or three Throws to play, till he has 
Et all his fifteen Men into his own Tables: 
Therefore by a former Rule laid down to bring 
your Men home, and alſo for bearing your Men, 
Fou may be able to find out the Probability of the 
| 7 1 of Throus required. | 
Nete, B ſtands ſtill, and does not play. 


4 Caſe of Curioſity and Iaſtruciion. i 


Where A and B ſhall play as faſt as uſual, and 
yet A ſhall make the Hit laſt, probably, for many 
Hours. 

We will ſuppoſe B to have bore. thirteen Men, 
and that A has taken up the two remaining Men. 
And let us ſuppoſe that A has his fifteen Men 
n B's Tables, viz. three Men upon his Swe Point, 

three upon his Cinque Point, three upon his Qua- 
tre Point, three upon his Trois Point, two upon 
his Deuce Point, and one upon his Ace Point. 
The Method which A is to take, is this: Let 
him bring his fifteen Men home, by always ſe. 
[curing ſix clofe Points, till B has entered his two 
Men, and 17 them upon any certain Point; 
as ſoon as B has gained that Point, A muſt open 
an Ace, Deuce, or Trois, or all three; which ef— 
ſected, B hits one of them, and A taking Care to 
have two or three Men in B's Tables, is 1cady to 
hit that Man; and alſo, he being aſſured of taking 
up the other Men, has it in his Power to prolong 
the Hit to almoſt any Length, provided he takes 
Care not to open ſuch Points, as two Fours, two 
Fives, or two Sixes, but always to open the Ace, 
Deuce, or Trois Points for B to hit him. Hy 1 
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VI. 


I wou!d know what are the Odds upon two | 


Dice, for throwing two Sixes, two Fives, or tw 
Fours, in three Throws? which, by mechanical 


Calculation, may be found thus: 


Anſwer, Suppoſing 36 Shillings to be the Stabe 


depending, the Thrower will be entitled to hate 
for his firſt Throw, — — 3 ſtil. 


which dedufted out of 36, remains 33; 


which divided again into 36 Parts, make 


ſo many eleven Pence, out of which the 


Thrower is to have three for his ſecond 3. d. 


Throw, — — — 2 9 
The Remainder, 30 Shillings and 3 
Pence, 1s again to be divided into 36 Parts, 


dividing the 30s. ſo, make ſo many ten 


Pence, and the 3 Pence divided into fo 


many Pa:tz, make ſo many Thirds of Far- 
things, of which the "Thrower is to have 


3 Parts for his Share for his third Throw, 2 6 


Total for the Thrower, 8 3: 


So that it is 27s. 84. to 87. 3d. againſt the 


_ Thrower; which reduced into the ſmalleſt Num- 


ber, is very nearly as 10 to 3, that two Sixes, 


two Fives, or two Fours, are not thrown in three 


Throws. 
5 „„ | 
 BACK-GAME. | 
| Suppoſe A to have two Men upon his Size 
Point in his own Tables, three Men upon his uſual 


Point out of his Tables, two Men upon the Point 
where his five Men are uſually placed in his Ad- 
verſary's Tables, five Men upon his Adverſary's 


Ace 
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Ace Point, and three Men upon his Adverfary's 
Quatre Point. | | ä 

And let us ſuppoſe B to have two Men upon his 
Size Point in his own Tables, three Men upon his 
uſual Point out of his Tables, two Men upon the 
Point where his five Men are uſually placed in his 
Adverſary's Tables, five Men upon his Adverſa- 
ry's Ace Point, and three Men upon his Adverſa- 
ry's Trois Point. : VVV 
Query, Who has the faireſt Chance to win the 
Hit? Os | 
Anſwer, A has; becauſe he is to play either an 
Ace, or a Deuce from his Adverſary's Ace Point, 
in order to make both thoſe Points as Occafion of- 
fers, and having the Quatre Point in his Adverſa- 
ry's Tables, he may more eaſily bring thoſe Men 
away, if he finds it neceſſary, and he will alſo have 
a reſting Place by the Conveniency of that Point, 
which at all Times in the Game will give him an 
Opportunity of running for the Hit, or ſtaying, if 
he thinks proper. Whereas B cannot fo readily 
come from the Trois Point in his Adverſary's 
Tables. 

„ 

ET us ſuppoſe A and B place their Men in 

the following Manner for a Hit. 
Suppoſe A to have three Men upon his Size 
Point in his own Tables, three Men upon the 
uſual Point out of his Tables, and nine Men upon 
his Adverſary's Ace, Deuce, and Trois Points, 
three Men to be placed upon each Point; and ſup- 
pole B's Men to be placed in his own, and in his 
Adverſary's Tables, in the ſame order and manner. 

© The 
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The Reſult is, that the beſt Player ought to win 
the Hit; and the Dice are to be thrown for; the 
Situation being perfectly equal in A's and B', 
3 Wy | 

Tt A throws firſt, let him endeavour to gain his 
Adverſary's Cinque Point; when that is effected, 
let him lay as many Blots as poſſible, to tempt B 
to hit him; for every Time that B hits them eil! 
be in A*s Favour, becauſe it puts him backward, 
and let A take up none of B's Men for the fame 
m__ 0 5 5 
A is always to endeavour to take Care to have 
three Men upon each of his Adverſary's Ace and 
Deuce Points; becauſe when B makes a Blot, 
thoſe Points will remain ſecure, and by Recourſe 
had to a former Caſe (Numb. V. in the former 
Chapter) when A has bore five, fix, or more Men, 
vet A may ſecure fix cloſe Points out of his Ta- 
bles, in order to prevent B from getting his Mar 
home, and by Recourſe had to the Calculations, 
he may eaſily find out (in Caſe he makes up hi: 
'Fables) who has the better of the Hit; and if he 
finds that B is forwardeſt, he is then to endeavour 
to lay ſuch Blots to be taken up by his Adverſary, 
as may give him a Chance for taking up another 
Man, in Caſe B ſhould happen to have a Blot ai 
nome. | 

Thoſe who play the foregoing Game well, may 
he ranked in the firſt FI 


4 Caſe of Curioſity. oo | 
A and B play at Back-Gammon; A has bore 
thirteen Men, and bas two Men to bear upon his 
Deuce Point, B has thirteen Men in his own Ta- 
bles with two Men to enter. B is to 1 

An 
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and to name the Throws both for himſelf and A, 
but not to hit a Blot of either Side. | 

Query, What Throws is B to name for both 
Parties in order to {ave his Gammon ? 

Anſwer, B calls tor himſeli two Aces, IR 
enters his two Men upon A's Ace Point. B alto 
calls two Aces for A, and conſequently A cannot 
either bear a Man, nor play one; then B calls for 
two Sixes for himſelf, and carries one Man home 
upon his Size Point in his own Tables, and the 

other he paces upon his Ad verſary's Barr Point: 
B alſo calls Size-Ace for A, ſo that A has one 
Man left to hear, and then B calls for himſelf ei- 
ther two Sixes, two Fives, or two Fours, any of 
which bear a Man, in Caſe he has Men in his 
own Tables upon thoſe Points, and ſo faves his 
— Gammon. 

III. 

The following Queſtion i is 0 be attended to, as 
being critical and inſtructive. 

Suppoſe that both yours and your Adverſary 8 
Tables are made up. 

Alſo that you have one Man to carry home, 
but that he has two Men on your Barr Point to 
carry home, which lie in Wait to catch your Man, 
and that if you paſs him you are to win the Hit. 
Suppoſe allo that you have it in your Choice to 
Run the Riſk of being hit, by ſeven, or by eight, 
both of which are Chances upon double Dice. 

Query, Which of theſe Chances is it beit for 
you to venture ? 

Anſwer, That of ſeven, for the following Rea- 

. 

Firſt, Becauſe chat the ease of being hit b 7 
ſeven, or r by eight, are equal. 
M 2 Secondly, 


122 A fhort TREATISE on the 


Secondly, If he does not hit ſeven, you will 
then have in your Favour twenty-three Chance: 
to thirteen, that by your next Throw you cither 
hit him, or paſs beyond him. 

| Thirdly, In Caſe your ſecond Throw ſhoul4 
happen to be under ſeven, and that conſequently 
you cannot hit him, yet you may play that Cai} 
at home, and conſequently leave the Blot upon 
double Dice. 
Whereas if, on the contrary, you had made 
Choice of leaving the Blot upon eight, you would 
have made a bad Choice, for the Reaſons tollow- 


in 

Er. Pirlt, Becauſe the Chanices: of being hit by ſe⸗ 
ven, or by eight, are only equal. 

Secondly, Becauſe if you ſhould eſcape the be- 
ing hit by eight, yet you would then have but 
ſeventeen Chances in your Favour, againſt nineteen | 
for either hitting him, or paſiing beyond him by 
your next Throw. 

_ Thirdly, In Caſe your [ſecond Throw ſhould -- 
happen to be Size-Ace, which is ſhort of him, 
vou would then be obliged to play the Man that 
is out of your Tables, not being able to play the 
Six at home, and conſequently to leave a Blot to 
be hit by a fingle (or flat) Dye; which Event, up- 
on Suppoſition that you play for eighteen Shilling 
a Game, it would entitle him to eleven Shilling 
of the whole Stake depending. 


The LAWS o Back GAMMON. 


Ro 15 you take a Man from any Point, that 
* Man muſt be played, the ſame muſt be 
done if two Men are taken from it. 


2d, 


* 


GAME of BACK-GAMMON. 123 
2d, You are not underſtood to have played any 
Man, till you have placed him upon a Point and 
quitted him. 
3d, If you play with fourteen Men only, there | 
is no Penalty attending it, becauſe by playing 
with a lefſer Number than you are entitled to,. 
you play to a Diſadvantage, by not having the 
additional Man to make up your Tables. 
4th, If you bear any Number of Men, before 
you entered a Man taken up, and which conſe- 
quently you was obliged to enter, ſuch Men ſo 
borne, muſt be entered again-in your Adverſary's 
Tables, as well as the Man taken up. 
5th, If you have miſtaken your Throw, and 
played it, and if your Adverſary has thrown, it is 
not in your or his Choice to alter it, unleſs both 
Parties agree to it. 


End of the Gans of Back-Gaumon: 
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CHAP. I. 


General RULEs for playing at PiquE r. 
O are to play by the Stages of your Game; 
* what is meant by them is, that when you are 
| backwards in the Game, or behind your Adverſary, 
| you are to play a puſhing Game, otherwiſe you 
| are to make twenty-ſeven Points elder Hand, 
| and thirteen Points younger Hand; and you are 
always to compare your Game with your Adver- 
| lary's, and difcard accordingly.  —_ 
II. You are to diſcard in ExpeQation of win- 
ning the Cards, which is ſo effential a Part of the 
Game, that it generally makes twenty-two or 
| twenty-three Points Difference; therefore you are 
not to diſcard for low Quatorze, ſuch as three 
Queens, three Knaves, or three Tens, becauſe in 
| any of theſe Caſes, the Odds are three to one, 
Lider-hand, that you do not ſucceed, and ſeven- 
teen to three younger Hand; for let us ſuppoſe 
you fhould go for a Quatorze of Queens, Knaves, 
el Tens, and throw out an Ace or a King, by ſo 
. | doing 
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doing you run the Riſk of loſing above twenty 
Points in Expectation of winning fourteen Points 
III. At the beginning of a Party you are to play 
to make your Gane, which is twenty-ſeven Points, 
_ elder Hand, and thirteen Points younger Hand: 
Therefore ſuppoſe you are elder Hand, and that 
you have a Terce- major and the ſeven of any Suit, 
it is five to two but that you take in one Card out 
of any four certain Cards; therefore ſuppoſe you 
| ſhould have three Queens, three Knaves, or three 
Tens, you are in this Caſe to diſcard one of them 
preferably to the Seven of ſuch a Suit, becauſe i 
is three to one that you do not take in any one cer- 
tain Card elder Hand to make you a 1 


and conſequently you diſcard the Seven of ſuch 

Suit to a great Diſad vantage. 
IV. If your Adverſary is greatly before you in 
the Game, the Confideration of winning the Card; 


muſt be put quite out of the Queſtion: therefore 
ſuppoſe you ſhould have a Quart to a Queen, ©: 
a Quart to a Knave; in which Caſe it is only 
about five to four, being elder Hand, but that you 
take in a Card to make you a Quint, and avout 
three to one but that you take in a Queen, a Knaie 
or Ten, and ſhould you have three of either dealt 
to you, it is good Play to make a Puſh for th: 
Game, particularly if it is ſo far advanced as to 
give you but little Chance for it in another Deal; 
and in this, and other Caſes, you may have ke. 
- courſe to the Calculations aſcertaining the Odds. 
V. To gain the Point, generally makes ten 
Points Difference ; therefore when you diſcard, 
- you mult endeavour to gain it, but not Riſk the 


lolſing of the Cards by ſa me VI. The 
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VI. The ſaving of your Lurch, or the Lurching 
of your Adverſary, is ſo material, that you ought 
always to riſk ſome Points to accompliſh either. of - 
them. | | | 
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VII. If you have fix Tricks with any winning, 1 
Card in your Hand, never fail play ing that Card, WW; 
becauſe at leaſt you play eleven Points to one Il 
againſt yourſelf by ſo doing, unleſs in Play you 49 
diſcover what Cards your Adverſary has laid out. C | 
VIII. If you are greatly advanced in the Game, Wn] 
s ſuppoſe you are eighty to fifty, in that Cale it Wd 
pour Intereſt to let your Adverſary gain two 1 
Points for your one as often as vou can, eſpecially 43389 
che next Deal you are to be elder Hand; but if - 238i 
on the contrary, you are to be the younger Hand, 4M | 
and are eighty-ſix to fifty or ſixty, never regard N 
WF the loſing two or three Points for the gaining of - £8 
cone; becauſe that Point brings you within your 1 
ben 5 1 ; 4 
IX. The younger Hand is to play upon the 7P 
' WF dicnfive ; therefore, in order to make his thirteen is 
"BY Points, he is to carry 'Terces, Quarts, and e{pecci- 1 
al to ſtrive for the Point : but ſuppoſe kim to Pl 
bare two Terces from a King, Queen, or Knave, * 
sit is twenty-nine to twenty-eight that he ſuc- vl 
ces, he having in that Caſe four certain Cards to Wl 
"Bi !2ke in to make him a Quart to either of them, 1 
ad perhaps, thereby fave a P.que, Fc. he ought 1 
. preferably to go for that which he has the moſt 1 
Chance to ſucceed in: But if inſtead of this Me- 1 
bod of Play, he has three Queens, Knaves, or 1 
tens, and ſhould attempt to carry any of them 14 
e veferably to the others, the Odds that he does 8 
ot ſucceed being ſeventeen to three againſt him, 4 
e e conſequently diſcards to a great Diſadvantage. 'F 
„ X. The . 
i] 
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ſhould throw away the Guard to that King, 
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X. The elder or younger Hand, is ſometimes 


to fink one of his Points, a Terce, or three Kings, 


Queens, Knaves, or Tens, in hopes of winning 


the Cards, but that is to be done with Judgment, 


and without heſitating. 


XI. It is often good Play for a younger Hand 


not to call three Queens, Knaves, &c. and to {ink 


one Card of his Point, which his Adverlary ma; 
ſuppoſe to be a Guard to a King or Queen. 


XII. The younger Hand having the Cards 
equally dealt him, is not to take in any Card it 
thereby he runs the Rifk of loſing them, unleſs hc 


1s very backward in the Game, and has then 4 


Scheme for a great Game. 


XIII. If the younger Hand has a Probabilit; 
of ſaving or winning the Cards by a deep diſcard: 


As for Example; Suppoſe he ſhould have the 
King, Knave, and Nme of a Suit; in this Caſe 


he may diſcard either of thoſe Suits, with a moral 
Certainty of not being attacked in them, and the 
Odds that he does not take in the Ace of either ot 


thoſe Suits being againſt him, it is not worth his 


while to diſcard otherwiſe in Expe ctation of ſuc- 


_ ceeding. 


XIV. The younger Hand 8 three Aces 


dealt him, it is generally his beſt Play to throw 
out the fourth Suit. 


XV. The younger Hand is generally to cart) 
Guards to his Queen-Suits, in order to make 
Points, and to fave the Cards. 

XVI. When the younger Hand obſerves that 
the elder Hand, by calling his Point, has ve 
Cards which will make five Tricks in play, and 
may have the Ace and Queen of another Suit, M 


* peciall 


—— 6 __—y em. — 2 
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pecially if he bas put out one of that Suit, which 
will give him an even Chance of ſaving the Cards. 

XVII. If the elder Hand has a Quart to a King 


dealt him, with three Kings and three Jucens, 


(including the King to his Quart) and that he 1s 


obliged to diſcard, either one of his Quart to the 
King, or to diſcard a King or Queen, 
Query, Which 1s beſt for him to diicard ? 
Anſwer, The Chance for taking in the Ace or 


Nine to his Quart toa King, being one out of 


two certain Cards, is exactly equal to the taking 
either a King or a Queen, having three of cach 
dealt him ; therefore he 1s to dife ard in ſuch a 


Manner as gives him the faireſt Prob: ability of win⸗ 


ning the Cards. 


The foregoing Caſe may be a general Dire cti- 


on to diſcard in all Caſes of the like Nature, either 
for the elder or younger Hand. 


XVIII. Suppoſe the elder Hand has taken in 


a five Cards, and that he has the Ace, Kine. 
and Knave of a Suit, having diſcarded two o! 
that Suit: he has alſo the Ace, King, Knave, and 


wo ſmall Cards of another Suit, but no winning 
Cards in the other Suits. - 


Query, Which of theſe | Suits is he to play 


from, in order to have the faireſt Chance of win- 
ning, or ſaving the Cards? 


Anſwer, He is always to play from the. Suit of 
which he has the feweſt in Number ; becauſe, it 
he finds his Adverſary guarded. there, the Poſſihi- 
ity is in his Favour that he is unguarded in the 


other Suit; and ſhould he play from the Suit of 


which he has the moſt in Number, and finds his 


Adverſary's Queen guarded, in that Caſe he has 


no Chance to ſave or win the Cards. 


N XIX. It 
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XIX. If the elder Hand is ſure to make the 
Cards equal, by playing them in any particulat 
Manner, and is advanced before his Adverſary in 
the Game, he is not to Riſk the loſing of them; 
but if his Adverfary is greatly be fore him, in that 
Caſe it is his Intereſt to Riſk the loſing of the 
Cards, in Expectation of winning them. 


C HAP. II. 
Particular Rol zs and Caszs. 


4; "UPPOSE you are elder Hand, and that 


you have dealt you a Quart-major, with 


the Seven and Eight of Clubs, the King and Ten 
of Diamonds, the King and Nine of Hearts, with 
the Ten and Nine of Spades. YE 
Query, Whether you are to leave a Card, by 
carrying the Quart-major and two more of the 
| ſame Suit for the Point with two other Kings; or 
to throw out one Card of your Point? 
Anſwer, If you throw out one Card of your 
Point, there is a Poffibility that you reckon orly 
five Points, and that your Adverſary may win 
the Cards, by which Event he gets eleven Points, 
beſides his three Aces, &c. which gives you Aa 


bad Chance for the Game: But by leaving a Card, 


and admitting that one Card of Conſequence lies 
in the five Cards which you are intitled to take in, 
& follows, that you have four Chances to one 
_ againſt leaving that Card, and conſequently it 1; 
your Intereſt to leave a Card; the Odds are alſo 
greatly in your Favour, that you take in ſome one 
of the following Cards in four Cards, viz. there 
are two to your Point, three Aces, and one King. 
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II. If you ſhould happen to have the Ace, King 
and four ſmalt Cards of any Suit, with two other 
Kings, and no great Suits againſt you, the like 
Method of the former Caſe may be practiſed. 


III. Suppoſe you ſhould have the King, Queen, ? 


and four of the ſmal eſt Clubs, the King and 


Queen of Diamonds, the Ace and Knave of 


Hearts, and King and Nine of Spades. 


Query, How are you te diſcard, with a Proba- 


bility of making the moſt Points? 

Anſwer, You. are to throw out the Queen and 
four ſmall Clubs, and to carry three entire Suits, 
with the King of Clubs; for this Reaſon, becauſe 


the Chance for your taking in the fourth King, is 
exactly the ſame as the Chance of taking in the 


Ace of Clubs; in either of which Caſes it is three 


to one againſt you: But if you fail of taking in 


the fourth King, by d:{carding thus, you have a 
fair Chance to win the Cards, which will probably 
make twenty-two Points Difference. But ſhould 
you diſcard. with an Expectation of taking in the 
Ace of Clubs, and ſhould happen to fail, you be- 
ing obliged to throw out ſome of your great 
Cards, you would have a very diſtant Chance of 
either ſaving or winning the Cards. | 

IV. Suppoſe you ſhould have the King and 
Queen of Clubs, a Terce-major in Diamonds, 


Queen and Knave of Hearts, and a Quint from 


the Knave in Spades. 
Query, How are you to diſcard with a Proba- 

bility of making the moſt Points? | 5 
Anſwer, You are to throw out the Quint to a 


Knave in Spades, in order to make the moſt 


Points; becauſe, let us admit that your Quint is 


good tor every Thing after you have taken in, 


. you 
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you in that Caſe only ſcore nineteen Points, if you 
carry it, and you probably give the Cards up, and 
allo the Chance of a Quatorze of Queens, beſide; 
a great Number of Points in Play; and conſe— 
_ quently, by carrying the 
to a great Diſadvantage. | 
V. Suppoſe you have the King, Queen, Seven, 
Eight, and Nine of Clubs; the Queen and Knave 
of Diamonds; the Queen, 'Ten, and Nine «: 
Hearts, with the Ace and Nine of Spades. 


Query, How are you to difeard'? 1 


Anfwer, You are to difcard the King, Seven, 
Eight, and Nine of Clubs, and the Nine of Spades, 
by which Means ou do not only go for three Suits, 
but you have the ſame Chance for taking in the 


fourt _ as you would have to take in the 


Ace of Clubs: Beſides, the Probability of wipning 
the Cards is greatly in your Favour by this Me- 
J ooo inns 
VI. Suppoſe you have the Qveen, Ten, Nine, 
| Bight, and Seven of Clubs ; the Knave and len 
of Diamonds; the King, Queen, and Knave ei 
Hearts, with the Ace and Nine of Spades. 
Query, How are you to diſcard ? | 
Aaſwer, You are to diſcard the five Clubs 
becauſe it is three to one that you do mot take in 
the have of Clubs, and the carrying thee entire 
e gives you 2 fairer Chance to foore mot 
Points, RES | | 


VII. Sappoſe you have the Ace, Queen, aus 


| Knave of Clubs; the Ring, Quren, and Knave 


ov Diamonds; the Ten and Knave of Hearts, 
with the Ten, Nine, Eight, and Seven of Spades 
Query, How arc you to diſcard ? 3 
1 | Anſwer, 


Quint, you would diſcard | 
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Anſwer, Vou are to diſcard the Ace of Clubs 
and the four of Spades, becauſe it is only five to 
four but that you take in a Queen or a Knave: It 
is alſo about three to two that you take in an Ace; 
You have alſo three Cards to your Terce to a 
King to take in, viz. the Ace and Ten, or the 
Ten and Nine, to make you a Quint; all which 
Circumſtances confidered, you have a fair Proba- 
bility of making a great Game; whereas if you 
ſhould leave a Card, by throwing out the four of 
Spades only, you run the Riſk! of leaving one of 
the following Cards, viz. the King of Clubs, the 
Ace of Diamonds, the Ace, Queen, or Knave of 
Spades; in any of which Caſes you would proba- 
bly loſe more Points than by throwing out the Ace 
of Clubs; and if vou ſnould carry two Suits, viz. 
three Clubs, three Diamonds, and the Queen cf 
Hearts, you run the Riſk of putting out fourteen 
Points; and it is only five to four againſt your 
taking in a Queen or a Knave, and therefore you 
would diſcard to a great Diſadvantage. 

VIII. Suppoſe you have the King, Queen and 
Ten of a Suit, and that your Adverſary has the 
Ace, Knave, and one {mall Card of that Suit; 
and that you have only thoſe three Cards left, and 
you are to make three Points of them. 

Query, What Cards are you to play? 

Anſwer, You are to play the Ten. 

IX. Suppoſe you have the Ace, Queen, Ten, 
and Nine of Clubs; alſo the King, Queen, Ten, 
and Nine of Diamonds, 
Query, Which of theſe Suits are you to carry, 
m order to have the faireſt Probability of ſcoring 
the greateſt Number * Points? 

5 


Anſwer; 
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Auſwer, You are to carry the King, Qucen, 
Ten, and Nine of Diamonds, becauſe the Chance 
of taking in the Ace of Diamonds is exactly equal 
to that of taking in the King of Clubs; and alſo 
the Chance of taking in the Knave of Diamonds 
is equal to that of taking in the Knave of Clubs; 
by which Manner of diſcarding, you have a Pro- 
bability of ſcoring fifteen Points for your Quint in 
Diamonds inſtead of four Points for the Quart in 
Clubs, and the Chance for winning in Cards is 
better, becauſe by taking in the Ace of Diamond; 
you have ſeven Tricks certain, which cannot hap- 

pen by taking in the King of Clubs. 5 

X. Suppole you have four Aces, and two Kings 
dealt you younger Hand, in order to capot the 
elder Hand, you are to make a deep Diſcard, ſuch 


as the Queen, Ten, and Eight of a Suit; by which 


Means, if you happen not to take in any Card to 
ſuch Suit, you may probably capot the Adverſary. 

XI. Suppoſe, elder Hand, that you have the 
Ace, Queen, Seven, Eight, and Nine of Clubs; 
alſo the Ace, Knave, Seven, Eight and Nine c 


Diamonds. 

to make the moſt Points? 
Anſwer, You are to carry the Ace, Knave, 

Seven, Eight and Nine of Diamonds, becauſe the 
Chance of taking in the King of Diamonds 15 

equal to the Chance of taking in of the King i 

Clubs, and conſequently as good for winning the 


Query, Which Suit are you to carry, in order 


Cards ; but you have the Chance of taking in the 


Ten of Diamonds to make you fifteen Points, 
which Event cannot happen by taking in any one 
certain Card in Clubs. 

: | XII. Sup» 
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XII. Suppoſe, elder Hand, that you have the 
Ace, Queen, Seven, Eight, and Ten of Clubs; 


alſo the Ace, Knave, Seven, Eight, and Ten of 


Diamonds. 
Query, Which Suit is beſt to carry? 
Anſwer, You are to carry the Ace, Knave, 


Seven, Eight and Ten of Diamonds, becauſe the 


Chance of taking m the King of Diamonds 1s 
equal to the Chance of taking in che King of Clube, 
and conſequently as good for winning the Cards; 
ut you have an additional Chance of taking in 
the Nine of Diamonds to make you fifteen Points, 
which Event tannot happen by taking in any one 
certain Card in Clubs. 7 1 
XIII. Suppoſe you have the Ace, Queen, Ten, 
and two more of a Suit; alſo the Ace, Queen and 
Ten of another Suit only. And let us ſuppoſe, 
that your Adverſary has ſhewn fix Cards foi his 
Point; ſuppoſe the Ace, Queen, and four ſmall 
ones; and ſuppoſe you are guarded in that Suit; 
as ſoon as you have the Lead, you are to play 


from the Suit of which you have the feweſt in 
Number, becauſe if he is guarded in that Suit, he 
is probably unguarded in the other Suit; but ſhould | 


you begin with the Suit of which you have the 
moſt in Number, if he happens to be guarded 


there, you have then no Chance to win the Cards; 


which may prove otherwiſe, if you begin with the 


Suit of which you have the feweſt in Number. If 


he is guarded in both Suits, you have no Chance 
to win the Cards. Es 
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CHAP. m. 


Some Gee, direfting with moral Certainy 
bow to dijcard well ny Hand. 


J. os HE Chance of an elder Hand's taking in 
one certain Card is 3 to 1 againſt him. 
II. That of his taking in two certain Cards is $ 
to 1 againſt him. 
| HI. 1 would know what are the Odds that an 
_ elder Hand takes in four Aces? 
Anſwer, That he takes is agt. him. . for bin 


in 4 Aces is 11 
At leaſt 3 of them is about 1 
A2 of them. 1 

1 of them 8 


IV. If an elder Hand has one Ace dealt him, 


what are the Odds that he takes in the other 
three? 


Anſwer, That bs takes * agt. a” for him, 


in the 3 Aces ---=- f 113 to 1 
At leaſt 2 of them about to k 
chem 6 to 


25 3 
V. If an elder Hand has two Aces dealt him, 
has are the Odds that he takes in the other tuo! 
Anſwer, That he takes agt. him. for him. 


in the other 2 Aces is--- 18 to 1 
At ea i of chem is, 

near 5 to 4 azainſt him, t 21 to 17 
ͤä»»„ 8 


VI. In Caſe the elder Hand has two Aces and 
two Kin»: dealt him, what are the Odds, that he 
takes in either the two Aces or two Kings remain- 


ing? 
80 Anſwer, 
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agt. him. for him. 

Anſwer, It is about 5-10: 23 
VII. Elder Hand having neither Ace nor King 
dealt him, what is his Chance to take in both an 

Ace and a King in 2, 3, 4, or 5 Cards? 
agt. him. for him. 

Answer, In 2 Cards is about 11 to 1 

ann 1 

3233... ONE (28 0 

1x 19 Carts © 33 9 4x 
VIII. What are the Odds that a younger Hand 
takes in two certain Cards ? 


IF agt. him. for him. 
Senſis; | 32 to x 


What are the Odds that a N Hand takes 8 


in three certain Grd? 


ant. . for him. 
Anſwer, = © 17 


IX. The younger Hand having no Ace dealt 


him, what C dance has he for his taking ene? 


agt. him. for Nic! 


Gabber, ter 15 1 28 to 29 
X. If the younger Hand has ene Ace dealt him, 


what are the Odds of his taking one or two of the 


tarce remaining Aces? 

Anſwer, That he takes } agt. him. . for bus 
in two of chem is about Ir W& 7 - 
Atleaſt one of them 3 W 2 


XI. What are the Odds that the younger Hand 


takes in one certain Cadꝰ 
Anſwer, That he docs agt. him. for him. 
nor take it in, iss 17 to 
What is the Odds of a Quan-Blanch ? | 
agt. him. for _ 
Arfwer,” t 
. 14 A P. 
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CHAP. Iv. 


AN ExPLANATION and APPLICATION of the 
| feregoaing CALCULATIONS. | 


AS by the firſt Calculation it is three to one, 
<> that being elder Hand, you do not take in one 


_ certain Card; you have, therefore, a better Chance 


of advancing your Game, by carrying two Suits 
for Points and the Cards, than by aiming at Qua- 
torze of Queens, Knaves, or Tens. | 


II. Second Calculation; to take in two certain | 


Cards elder Hand, is eighteen to one againſt you. 
Therefore ſuppoſe yow have a Quart-major, 


and two other Aces dealt you, the Odds that you 


do not take in the Ten to your Quart-major, and 
the other Ace, is eighteen to one againſt you; 
but that you take in one of them, is only twenty- 

one to ſeventeen againſt you: And ſuppoſe you 
have three Aces and three Kings dealt you, the 


Odds are eighteen to one againſt you, taking in 


the other Ace and the other King; yet it is not 
much above five to four but that you take in one 


of them. This Example ſhews, how you are to 


diſcard in Caſes of the like Nature. 

HI. The Odds of taking in four certain Cards, 
as four Aces, &c. being nine hundred and fixty- 
eight to one by the third Calculation, is fo great a 
Chance of not ſucceeding, that it is ſcarce worth 
further Notice. | 


But to take in three Cards ont of any four cer- | 
tain Cards, elder Hand, is only thirty-three to one 


againſt you. 
2  ExAMPLE 
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EXAMPLE. 


3nppoſe you have two Aces and two Kings 


dealt you, the Odds of taking three of them out 


of four certain Cards, ſuch as two Kings and one 
Ace, or two Aces and a King, are only thirty-three 


io one againſt you. _ 5 
But ſuppoſe you ſhould want to take in any two 


out of four certain Cards, ſuch as the 1 of 
f Spades, 


Clubs, the Ten of Diamonds, the Ace o 
and Knave of Hearts, being elder Hand, it ap- 
pears by the Calculation to be three to one againſt 


you ; and the Odds are the fame for any two out 


of four-certain Cards. 
But if, being-clder Hand, you on!. 


your-Favour, that 
you have four Tens, or any inferior 
dealt you, and no Ace, it is great Odds in your 
Favour that, being elder Hand, you take in one 
Ace, and ought to play your Game according! y. 
But you muſt always conſider the Diſadvantage 
either of loſing the Cards, or even the Rifk of a 
Capot which you run the Hazard of, by ſpoiling 
your Hand, with keeping four Tens when they are 
not good. RE 1: 


IV. By the fourth Calculation; if you have 


one Ace dealt you, it is one hundred and thiiteen 


to one, that you do not take in the three others; 
forty-nine to eight, or about fix to one, that you 
do not take in two out of the three; but that 
jou take in one out of the three, is about three 
to two in your Favour, or one hundred and thirty- 


ven to ninety· one. 
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| | want one 
Tard out of four, the Odds are five to two in 
you take it in. Therefore, if 
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As for Ex AMS ILE. 


You have a Quart from a King, and twee 
Kings more dealt you, as it is three to two tha 


you take in either Ace or Nine to your Quart to 
the, King, or the fourth King, as yau have the 


Chance of reckoning fourteen or fifteen Fonts, hy 


this Method of diſcarding: You ought to play 18 


cordingly, and this Method ſhews you how to play 


any Hand of the like Sort. 
But if you ſhould diſcard, with an ExpeQatio 


of taking in two Cards out of three certain Card,, 
the Ode Is azainſt ſuch an Event being above fix 
to one; your Game muſt indeed be very deſperaic 
if you attempt to diſcard to that Purpoſe. "The 
"Chance of taking in three certain Cards being one 
hundred and thirteen to one, is a very diſtant 
Chance, yet even ſuch does happen ſometimes, 
but ought never to he ventured upon, but when 4 


Wan has no other Refource in the Game. 
V. The fifth Calculation is, that if you have 
two Aces dealt you, it is eighteen to one that you 


do not take in the two other Aces; but only 


ſeventeen to twenty- one that you take in one of 


hem: Let us illuſtrate the Uſe of this by an Ex- | 


ample; ſuppoſe you have a Quart-major dealt 
you, and a Quart to a King, and that you arc 


; greatly behind your Adverſary in the Game To 


7 in the Ten to your Quart: major is three to 


one againſt you; but to take in the Ace or Nlue 


to your Quart to the King, is only about five to 
four againſt you. 


Alſo by the ſame Rule, e you have three 
Kings and three 


Quarts dealt you, the Odds of 
f begs Ng. in both a King and a Queen are 
eighteen 


es 4 ans £4 2a 


— ©@ — — 
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eighteen to one againſt you; but that of your 
taking one of them, is only five to four againſt 

ou. . 3 | N 
7 All other Caſes of the like Nature may be diſ- 
carded by this Method of Calculation. 

VI. As, by the fixth Calculation, it is ſeven- 
teen to two that you do not take in two certain 
Cards ont of four, ſuch as two Kings, two A 
&c. You muſt not, therefore, confound this 
with the third Calculation, where the Odds are not 
above three to one that you take in two Cards out 
( 5 

VII. Having neither an Ace nor a King dealt 
you, what are the Odds of your taking in both 
an Ace and a King in two, in three, in four, or 
— 7. - ; Rp 
_ Anſwer, To take in an Ace 


and a King. 


on, what are the Odds of taking in two, three, 
four, or five Cards out of any eight certain Cards, 
and conſequently diſcard to the greateſt Advan- 


| tage. BT: 
0 f 3 15 
wi The foregoing Calculation is either for the elder 
ne or younger Hand. „ 

0 £46 EXAMPLE. 


Let us ſuppoſe the younger Hand to have two 
uatorzes againſt him, he may obſerve that it is 
not above four to one but that he takes in one of 
each of them. The like Rule may ſerve for any 
ether eight certain Cards. 
15 N 


143 


; 5 agt. you. for you. 
In 2 Cards is about — 11 to 1 
In 3 Cards — 41 
In 4 Cards — 5 
383 to .28 
You may obſerve, by the foregoing Calculati- 


VIII. 
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VIII. As by the eighth Calculation it is fixty- 
two to one that the younger Hand does not take 
in two certain Cards, which Event happening, he 
ought not therefore to. run the Hazard of ſo great 
4 Chance, but when his Game is deſperate, and 
does not promiſe him another Deal. 

IX. By the ninth Calculation, as it is twenty- 
nine to twenty-eight that the younger Hand takes 
in one Ace, having none dealt him: The Calcy- 

lation is the ſame for any Card out of four certain 

RO As for EXAMPLE. 

Suppoſe you have two Quarts dealt you from the 

King or Queen of any Suit, it is the ſame Odds 

of twenty-nine to twenty-eight, but that you take 

mn a Card to make one of them a Quint, and 
therefore you are to diſcard accordingly. -. 

As alſo, that you take in either Ace, King, | 

Queen, Knave, of any one Suit, when a Pique 

or a Repique is againſt you. 55 

EX. The Tenth Calculation is, that if the 
younger Hand has one Ace dealt him, it is twen— 

ty-one to one that he does not take in two Accs, 

and about three to two that he does not take in 
one of them; which Calculation holds good in 
the taking in any three other certain Cards. 

Therefore for Example, let us ſuppoſe, that as it 1 

but three to two againſt the younger Hand's taking 
one Card out of three to fave a Pique, or a Re- 

Pique, it would generally be reckoned good Play 

Either to throw one from his Point, or diſcard a 

King, &c. for the Event of ſuch a Chance. 

XI. By the eleventh Calculation it is ſeventeen 

to three younger Hand, againſt your taking in any 
one certain Card; therefore, the Odds of Hot 
„ „ ceedint 
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ceeding in this Caſe are ſo greatly againſt you, 
that it ought not to be attempted, eſpecially it the 


winning or ſaving the Cards is rifked by ſo doing, 
except in — Caſes. 


CHAP. v. 


_ CAS ES of CURIOSITY | and INSTRUCTION: | 


J. QUPPOSE you are younger Hand; and 
that you have the Queen, Knave, Seven, 
Eight, oP Nine of Clubs; alſo the Seven and 
Eight of Diamonds, the Seven of Hearts, and the 
Ten, Nine, Eight, and Seven of Spades; and that 
the elder Hand has left a Card: 

Query, How are you to diſcard, to put it in 

the Power of the Cards to repique the elder Hand? 

Anſwer, You are to carry the five Clubs and 
the four Spades, and to leave a Card; and by 
taking in the Ace, King, and Ten of Clubs, you 
repique your Adverſary. 

II. Suppoſe you have eight Clubs, the Ace and 
King of Diamonds, the Ace of Hearts, and the 
Ace of Spades : 

Query, Whether you repique the younger > 
Hand, or not? 

Anſwer, The younger Hand may 3 a Quart- 
blanche, by having three Quarts from a Ten, 
which reckons: fit ; and therefore he 1s not re- 
piqued. | 

III. What is the higheſt Number to be made of 
a Pique ? 

Anſwer, Eighty-two Points. 

What are the Cards which compoſe that 
Number? 


95 Anſwer, 
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| Anſwer, A Quart-major in Clubs, a Quart- 


major in Diamonds, Ace, King, and Ten o 


Hearts, with the Ace of Spades. 
This is only upon Suppoſition that the Quart- 
- major is good for every thing. | 4 
IV. What is the higheſt Number to be made of 
2 Repique and Capot? 
Anſwer, A hundred and ſeventy Points. 
| * are the Cards which compoſe that Num- 
ber? | CD | | 
Anſwer, The four Terce-majors, which arc 
ſuppoſed to be good for every thing. EO 
V. Suppoſe you are elder Hand, and that you 
want eight Points of the Game, and that the 
younger Hand wants twenty-three Points; and 
ſuppoſe you have dealt you the Ace, King and 
Queen of Clubs; the Ace, King, and Ten of 
Diamonds; the Ace, Knave, and Nine of Hearts; 
the Knave, Nine, and Seven of Spades: 
Query, How are you to diſcard to prevent any 
Poffibility of the younger Hand's making twenty- 
three Points, and he is not to reckon a Catte- 
blanche? 5 5 
Anſwer, You are to diſcard the King and Queen 
of Clubs, and the Knave, Nine, and Seven o 
Spades ; by which Method of diſcarding you are 
certain to make eight Points, before the younger 
Hand can make twenty-three Points. 
VI. Suppoſe you have the Ace, Queen, and 
Knave of Clubs, with the King and Ten of Dia- 
monds; and ſuppoſe your Adverſary has the Ace, 
Queen and Knave of Diamonds, and the King 
and Ten of Clubs, your Adverſary being to lead, 
is to make five Points, or to loſe the Game. 
| 1 YT on Query, 


A Treatiſe on PlqueT. 147 

Query, How ſhall you play to prevent him from 
making five Points ? 

Anſwer, When he plays fs Ace of Clubs, you 
are to play your King of Clubs; by which Means 
he can make only four Points. | | 

VII. A and B play a Partie at Piquet. 

They are one Game each of the Partie, 

A has it in his Power to win a ſecond Game; 
but then he is younger Hand at the Beginning of 
the next Game, 

A has it alſo in his Power to reckon only nine- 
ty-nine Points of the ſecond Game, and Bis to 
be ſeventy: : 

Query, Whetker it is A's Intereſt to win the 
ſecond Game or not? 

Anſwer, It is A's Intereſt to win the ſecond- 
Game, in the Proportion of fourteen to thirteen! in 
his Favour. 


CHAP. TW 


7 Cour van rioxs for laying Money at tbe 
Game at PIQUET. 


J I T ; is five to four that the eldeſt Hand win athe 
Game. | 
H. It is about two to one that the eldeſt Hand 
does not Lurch the younger Hand. 
III. It is near four to one that the younger Hand 
does not Lurch the elder Hand. 


Suppoſe A and B make a Partis at Piquet. 

I. A has the Hand; what's the Odds that A 
wins the Partie: 

Anſwer, It is about twenty-three to renty. 
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II. If A has one Game, and B one Game, he 
who is eldeſt Hand has above five to four to win 
the Partie. 
III. If A has two 5 Love, before they cut 
for the Deal, the Odds are above four to one that 
be wins the Bae. | 


IV. If A has two Gaues 1 and A 4 the 


Hand, the Odds are above five to one that he 


wins ha Partie. 
V. If B has the Hand, when A! is two Love, 


the Odds in Favour of A are about three and a 
nalf to one. 


VI. If A has two Games, and B one, ende 
tney cut, the Odds in Favour of A are above two 
to one. 


VII. If A has hs Hand and two Games to 


one, the Odds are about eleven to four. 


VIII. If B has the Hand, when A is two 
Games to one, the Odds i in Favour of A is about 


nine to five. 


IX. If A is one Game Love, and elder Hand, 


the Odds in Favour of A 15 about ſeventeen to 
ſeven. 


X. If Ais one Game Love, and younger Hand, 
the Odds 1 in Favour of A is about two to one. 


HA p. VII: 
LAS of the Ganz at PIQUET. 


IJ. THE elder Hand E obliged to lay out on 


"Gard: 
II. If the elder Hand takes in one of the three 


Cards which belongs to the younger Hand, be 


loſes the Game. 


III. i 
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III. It the elder Hand, in taking his five Cards, 
ſhould happen to turn up a Card belonging to the 
younger Hand, he is to reckon nothing that Deal. 

IV. If the elder or younger Hand play with 
thirteen Cards, he counts nothing. 

V. If the elder Hand has thirteen Cards dealt 
him, it is in his Option whether he will ſtand the 
Deal or not; and if he chuſes to ſtand the Deal, 
he is to diſcover it, and to diſcard five Cards, and 
to take in four only. 

VI. If the elder or younger Hand reckons what 
they have not, they count nothing. 
VII. If the elder Hand touches the Stock aſter 
he has diſcarded, he cannot alter his Diſcard. | 
„ NH If a Card is faced, and it happens to be 
diſcovered either in dealing or in the Stock, there 
muſt be a new Deal, unleſs it be the bottom Card. 
IX. If the Dealer turns up a Card in dealing, 
belonging to the elder Hand, it is 1n the Option 

of the elder Hagd to have a new Deal. | 

X. Tf the younger Hand takes hve Cards, it is 
the Loſs of the Game, unleſs the elder Hand has 
leſt two Cards. | 

XI. If the elder Hand 3 forty-one for .his. 
Point, which happens to be a Quart-major, and 
is allowed to be good, and only reckons four for 
i, and plays away, in this Caſe he is not  intitled 
to count more. 

XII. If the elder Hand ſhews a Point, or Quart, 
or Terce, and aſks if they are good, and after- 
wards forgets to reekon any of them, it bars the 
younger Hand from reckoning any of equal Value. 

XIII. Carte-blanche counts firſt, and conſe- 
quently ſaves Piques and Repiques : It alſo panes 
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and repiques the Adverſary in the ſame Manner, 
as if thoſe Points were reckoned in any other way. 
XIV. Carte- blanche reckons before any Thing 
elſe; hut need not be ſhewn till the Adverſary has 
firſt diſcarded; only it you are eldeſt Hand, you 

muſt bid the younger Hand to diſcard for Carte. 
blanche; which after he has done, you ſhew your 
Blanche by continuing your Cards down one after 

. ͤ ͤ - 

XV. You are to cut two Cards at the leaſt. 
XVI. If you call a Point, and do not ſhew it, 
you reckon nothing for it; and the younger Hand 

may ſhew and reckon his Point. 
XVII. If you play with ele ven Cards, or fewer, 
no Penalty attend«s it. | 


8 £ 


SV i the- elder Hind leaves s Card; n 


after he has taken in, he happens to put to his 
Diſcard the four Cards taken in, they muſt remain 
with his Diſcard, and he only play with eight 
Cards, viz. thoſe added to his Diſcard. 1 

XIX. If the younger Hand leaves a Card or 
Cards, and mixes it with his Diſcard before he 
has ſhewn it to the elder Hand, who ts firſt to tell 
him what he will play, the elder Hand is entitled 
to fee his whole Diſcard. * © 

XX. If the younger Hand leaves a Card ot 
Cards, and does not ſee them, nor mixes them to 
his Diſcard, the eldeſt Hand has no Right to ſee 
thein; Hut then they muſt remain ſeparate whill 
the Cards are playing, and the younger Hand 
cannot 'ook then neither all that while. | 
XXI. If vounger Hand leaves a Card ot 

Ca ds, and 


K If them, the elder Hand 18 in 
titled to fee 1, Grit declaring what Suit he wil 
lead. | | | 


XXII. 
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XXII. The Dealer deals a Card too many or 
too few, 1t is in the Option of the elder Hand to 
have a new Deal; but if he ſtands the Deal, he 
muſt leave three Cards for the younger Hand. 
XXIII. You are in the firſt Place to call your 
point; and if you have two Points, if you deſign 


to reckon the higheſt, you are to call that firſt, 


and are to abide by your firſt Call. 
| XXIV. You are to call your Terces, Quarts, 
Cinques, &c. next; and to call the higheſt of 
them, in caſe you deſign to reckon them. 
XXV. You are to call a Quatorze, preferable 
to three Aces, &c. if you deſign to reckon them. 
XX VI. If you call a Terce, having a Quart 
in your Hand, you muſt abide by your firſt Call. 


End of the Gant of PliQuET. 
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FOR PLAYING WELL 
„ 
d by PETER HOEY, at the Mx cUR Y., 
No. 1] in SRINNEX-ROW. | 


EDMOND HOYLE, 
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AND 


OBSERVATIONS. 


For playing well at curss. 


J. 6 5 OU ought to move Hoe Pawns before you 


{tir your Pieces, and afterwards to bring out 


your Pieces to ſupport them; therefore the Kings, 
Queens, and Biſhops Pawns ſhould be the firfſt 


played, in order to open your Game well. 


II. You are not, therefore, to play out any 


of your Pieces early in the Game, becauſe you 
thereby loſe Moves, in caſe your Adverſary has 


it in his Power, by playing a Pawn upon them, 
to make tbem retire, and allo opens his Game at 


the ſame Time. Eſpecially avoid playing your 


Queen out, ill your Game 1s tolerably well 
opened, 


III. Avoid giving uſeleſs Checks, and never 


give any, unleſs you thereby gain ſome Advan- 
tage, becauſe you may loſe the Move if he can 
either take or drive your Piece away. 


[V. Never crowd your Game by having too 


many Pieces together, for fear of choaking up your 
Paſſage, ſo as to hinder your advancing or retreat- 
ing 775 Men as Occaſion may require. 


If your Game happens to be crowded, en- 
*eayour Ra free it by making Exchanges of Pieces 
P or 
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or Pawns, and Caſtle your King as ſoon at you | 


conveniently can. 

VI. Endeavour to crowd the Adverſary* s Game, 
which is to be done thus; when he plays out his 
Pieces before he does his Pawn, you are to attack 
them as ſoon as you can with your Pawns, by 


which you make him lofe Moves, and confſequen:- 


Ty crowd him. 
VII. Never attack the Adverſary s King with- 


out a ſufficient Force; and tf he attacks your King, 


and you have it not in your Power to attack his, 
you are to offer Exchanges with him; and if he 
retires, when you preſent a Piece to exchange, he 
may loſe a Move, and conſequently you gain att 
Advantage. 


VIII. Play your Men in ſo good Guard of one a 


another, that if any Man you advance be taken, 
the adverſe Piece may alſo be taken by that which 
guarded yours; and for this Purpoſe, be ſure to 
have as many Guards to your Piece, as you ſec 
your Adverfary advances Pieces upon it; and it 


you can, let them be of leſs Value than thoſe he 


aſſails with. If you find that you can't well & Up- 
port your Piece, ſee if by attacking one of his that 
15 better, or as 9 8 whe ther you can't therch)y 
{ave yours. 

IX. Never make an Attack but when well pre- 


pared for it; nor give uſeleſs Checks, for there- 


by you open your " Adverlary” 5 Game, and make 


im ready prepared to pour in a firong Attack up- 


on you, as ſoon as your Weak one is over. 
X. Never play any Man till you have examined 
| whether you are free from Danger by your Adver- 
ſary's laſt Move; nor offer to attack till you have 
confidered what Harm he would be able to do Jon 
1 1 | y 
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by his next Moves in Conſequence of your's ; that 


you may prevent his Defigns, if hurttul, before it 


Dos lee | x 

XI. When your Attack is in a proſperous Way, 
never be diverted from purſuing your Scheme (if 
poſſible) on, to giving him Mate, by taking any 
Piece, or- other Advantage your Adverſary may 


purpoſely throw in your Way, with the Intent, 


that by your taking that Bait, he might gain a 
Move that would make your Deſign miſcarry. 


XII. When you are purſuing a well-laid At- 


tack, but find it neceſſary to force your Way through 


your Adverſary's Defence, with the Loſs of ſome- 
Pieces; if upon counting as many Moves forwards - 
as you can, you find a Proſpect of Succeſs, iuſh. 


on boldly, and ſacrifice a Piece or two to gain your 
End: Theſe bold Attempts make the fineſt Games, 


XIII. Never let your Queen ſtand fo before 


your Kings, as that your Adveriary, by bringing 
a Rook or a Biſhep, might check your King, it 
ſhe were not there, for you might hardly chance 
to ſave her. 1 3 
XIV. Let not your Adverſary's Knight (eſpeci- 


ally if duly guarded) come to check your King and. 


ueen, or your King and Rook, or your Queen 


and Rook, or your two Rooks, at the jame Time; 


for in the two firſt Caſes, the King being forced 
to go out of his Check, the Queen or the Rook 
muſt be loſt; and in the two laſt Caſes, a Rook 
muſt be loſt, at beſt for a worſe Piece. 5 

XV. Take Care that no guarded Pawn of your 
Adverſary's fork two of your Pieces. 

XVI. When the Kings have caſtled on differ- 
ent Sides of the Board, the Adverſary muſt ad- 
os PERS & vance 
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vance upon the other King the Pawns he has on. 
that Side of the Board, taking Care to bring his 
Pieces, eſpecially his Queen and Rooks, to ſup- 
port them; and the King that has caſtled, is not 
to ſtir his three Pawns till forced to it. 5 
XVII. In playing the Game, endeavour to 
have a Move, as it were in Ambuſcade ; what is 
meant by it, 1s to place the Queen, Biſhop, or 
Rook behind a Pawn, or a Piece, in ſuch a Man- 
ner, as that upon playing that Pawn, or Piece, 
you diſcover a Check upon your Adverſary's King, 
and conſequently may often get a Piece, or ſome 
other Advantage by it. Wie Berl: 
XVIII. Never guard an inferior Piece with a 
better, if you can do it with a Pawn, becauſe that 
better Piece may in that caſe be, as it were, out of 
Play; for the ſame Reaſon, you ought not to 
guard a Pawn with a Piece, if you have it in your 
Power to guard it with a Pawn. 7 5 
XIX. A Pawn paſſed, and well fupported, often 
cCoſts the Adverſary a Piece. And if you play to 
vin the Game only, whenever you have gained a 
Pawn, or any other Advantage, and are not in 


Danger of loſing the Move thereby, make as fle- 


quent [ixchanges of Pieces as you can. 
XX. If you have three Pawns each upon the 
Board, and no Piece, and you have one of your 
Pawns on one Side of the Board, and the other 
two on the other Side, and your Adverſary's three 
Pawns are oppofite to your two Pawns, marci 
with your King, as ſoon as you can to take his 
| Pawns, and if he goes with his King to ſuppott 
them, go on to Queen with your fingle Pawn, 
and if he goes to hinder him, take his Pawns, nd 
we | * 


puſh the others to Queen : This ſhews the Advan- 
tage of a paſſed Pawn. 

XXI. At the latter End of a Game, each Party 
having only three or four Pawns on different Sides 
| of the Board, the Kings are to endeavour to gain 
the Move in order to win the Game. 
ple; if you bring your King oppoſite to your Ad- 
verſary's King, with only one Houſe between you, 
you will have gained the Move. 

XXII When your Adverſary has his King and 
one Piwn on the Board, and you have your King 
only, yon will never loſe that Game, if you can 
bring your Game to be oppoſite 'to your Adverſa- 


ry's, when he is immediately either before, or on 
one Side of his Pawn, and there is ny one Houle 


between the Kings. | 
XXIII. When FOR a Biſhop 


our Adverſa 


and one Pawn on ihe Rook's Line, and his Biſhop: 


is not of the Colour that Commands the Corner 
Houſe his Pawn is going to, and you have only 
your King, if you can get into that Corner you 


cannot | loſe that Game, but may win it by a 


Stale. 


XXIV. When you have greatly the Re | 


tage of the Game, having only your Queen left 
n Play, and your King happens to be in the Poſt- 
tion of Stale-Mate, keep giving Check to your 
Adverfary's King, always taking Care not to check 
him where he can interpoſe any of his Pieces that 
makes the Stale 3 fo doing, you will at laſt force 
him to take your 
Game, by being in a Stale- Mate. 


XXV. Never cover a Check with a Piece has 


2 Pawn puſhed upon it may take, for tear of only 
Setting $ that Pawn. for 6 25 
P 3 | XXV J. 
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For Exam 


Queen, and then you win the 
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160 Rules and Obſervations _ 
XXVII. Always take Care that your Adverſary'; 
King has a Move, for fear of giving a Stalc. 
Mate ; therefore don't crowd him up with your 
Pieces, leſt you inadvertently give one. 


Explanations and Applications ef ſome of the fore 


going Rules and Obſervations. ies 
ky > * HETHER you play the open Game, 
. / or the cloſe Game, be ſure you bring 


out all your Pieces into Play before 


pou begin to attack; for if you don't, and your 
Adverſary does, you will always attack, or be at- 


tacked, at a great Diſadvantage; this is ſo eſſen- 
tial, that you had better foregoe an Advantage 
than deviate from it; and I may venture to pro- 
nounce, that no Perſon can ever play well at this 
Same, that does not put this Rule ſtrictly in Prac- 
tice; and don't let any Body imagine, that theſe 

_ preparatory Motives are uſeleſs, becauſe he docs 
not receive an immediate Advantage from them; 
they are juſt as neceſſary, as it is at Whiſt, to 
deal thirteen Cards around before you begin to 
play. In order to bring out your Pieces pro- 
perly, I would adviſe to puſh on your Pawns firſt, 
and ſupport them with your Pieces, and you will 
receive this Advantage from it, that your Game 


won't be crowded : I mean by this, that all your 
Pieces will be at Liberty to play and aſſiſt each 
other, and fo co-operate towards obtaining you! 


End; and this farther is to be obſerved, that either 


in your Attack, or Defence, you bring them out 


II. When 


ſo as not to be drove back again. 
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II. When you have brought out all your 
Pieces, as J have premiſed, which you will have 
done very well, eſpecially if you have your choice 
on which Side to. Caſtle (which I would always 
adviſe to do) I would then pauſe a while, and 
confider thoroughly my own and my Adverſary's 
Game, and from his Situation, and obſerving 
where he is weakeſt, I would not only take my 
Reſolution where to Caſtle, but likewiſe where to 
begin my Attack; and it ſtands to Reaſon, you 
cant't do it in a better Place than where you are 
ſtrongeſt, and your Enemy weakeſt. 5 this 
Method 'tis very probable, that you will be able to 
break through your Adverſary's Game, in which 
Fray ſome Pieces muſt of Courſe be exchanged. 
But now pauſe again, and ſurvey both Games at- 
tentively, and don't let your Impetuoſity hurry 
you on too far with this firſt Succeſs; and my Ad- 
vice to you now in this critical Juncture (eſpeci- 
ally if you ſtill find your Adverfary pretty ſtrong) 
is lo rally your Men again, and put them in good 
Order for a ſecond or third Attack if needful, ſtill 
keeping your Men cloſe and connected together, 
ſo as to be of Uſe to each other: For Want of 
this Method, and a little Coolneſs, I have often 
ſeen an almoſt ſure Victory ſnatched out of a 
Player's Hands, and a total Overthrow enſue. 
But, if after all, you can't penetrate ſo far as to 
win the Game, nevertheleſs, by obſerving theſe 
Directions, I apprehend you may ſtill be very ſure 
of having a well-diſpoſed Game; and this brings 
me to the third Part of the Game, which is the 
. ons i ihe 
III. And now that I am come to the laſt Pe- 
nod of the Game, which aboynds alſo with Dif- 
1 e ficulties 
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ficulties and Niceties; it muſt be obſerved, where 
your Pawns are ſtrongeſt, beſt connected toge. 
ther, and neareſt to Queen; you muſt likewiſe 
mind how your Adverſary's Pawns are diſpoſed, 


and in what Degree of Preferment they are; and 


compare theſe "Things together, and if you find 
you can get to Queen before him, you muſt pro- 
ceed without Heſitation; if not, you muſt hurry 


on with your King to prevent him: I ſpeak now, 
as ſuppoſing all the Noblemen are gone; if not, 


they are to atten ! your Pawns, and likewiſe to 
prevent your Adverſary from going to Queen. 


Some general RuLes, by Way of Corroboration and 
| Supplement to what has been already ſaid. 


1 


than any other, except the Queen, yet it ſeldom 
comes into Play, ſo as to operate until the End 
of the Game, and therefore it happens very oſten, 
that 'tis better to have a leſs good Piece in Play 
than a better out. Le ant gs | 


II. When you have moved a Piece, ſo that 


your Adverſary drives you away with a Pawn, 
take it for granted (generally ſpeaking) that it is a 


bad Move, your Enemy gaining that double Ad- 


vantage over you of advancing himſelf, and 


making you retire: I think this deſerves Attenti- 


on; for although the firſt Move may not be much 
between equal and good Players, yet the Loſs ot 


one or two more, after the firſt, makes the Game 


almoſt uretrievable. Alſo, if you defend and can 
e „ 1 recover 


IIe be too much afraid of loſing 
” a Rook for an inferior Piece: My Rea- 


ſon is this, although a Rook 1s better 
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recover. the Move or the Attack, (for they both 
go together) you are in a fair Way of winning. 
III. If you make ſuch a Move as that, having 
Liberty to play again, you can make nothing of 
it, take it for granted it is an exceeding bad one; 
for at this nice Game no Move can be indifferent. 
IV. If your Game 1s ſuch, that you have 
ſcarce any Thing to play, *tis your own Fault, ei- 
ther for having brought out your Pieces wrong, 
or which is worle, not at all; for if you have 
brought them out right, you muſt have Variety 
enongh:to play,. 7d nfs „ 
V. Don't be too much afraid of doubling a 
Pawn, three Pawns together are ſtrong, but tour 
that make a Square, with the Help of other 
Pieces well managed, make an invincible Strength, 
and probably, in Time of Need, may produce 
you a Ween : On the other Side, two Pawns, 
with an Interval between, are no better than 
one; and if imprudently you ſhon]d have three 
over each other in a Line, your Game can't be 
ina worſe Situation: Examine this on the Ta- 
ble, and the Truth of it will ſtrike you. Your 
Buſineſs, therefore, is to keep your e cloſe 
cemented and conne& ed together, and :* mult be 
great Strength on the other Side, that mult over- 


power, them. | | | 
VI. When a Piece is fo attacked that you can't 
ſave ity give it up, and beſtow your 'I houghts 
how to annoy your Enemy in another Place, whilſt 
he is taking it; for it very oiten happens, that 
whiltt your Adverſary is running madly after a 
Piece, you either get a Pawn or two, or ſuch a 
dituation as ends in his Deſtruction. 78 
. VII. Sup- 
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VII. Suppoſing your __— and another Piece 
are attacked at the ſame Time, and that by re. 


moving your Queen you muſt loſe your Piece; 


in this Caſe, if you can get two Pieces in Ex. 
change for your Queen, I would adviſe you ra- 
ther to do it, than retire; for obſerve, *tis the 
Difference of three Pieces, which is more than 
Queen; befides that you keep 
your Game entire, and preſerve your Situation, 
which very often 1s better than a Piece; nay, 
father than retire, I would give my Queen for a 
Piece and a Pawn or two, nay, almoſt for what! 


can get; for do but obſerve, amongſt good Play. 


ers, this one Thing (to convince you this Advice 
is not bad) that when the Attack and Defence is 


thorough! y formed, and every Thing prepared for 
the Storm, if he that plays firſt is obliged by the 


Act of the Perſon that defends to retire, it gener 
ally ends in the Loſs of the Game of the attack d 


VIII. Don't aim at changing without Reaſon; 


tis ſo far from being right, that a good Player 

will take this Advantage of it, that he will ſpoil 
your Situation and mend his own: But in theſe 
following Caſes 'tis quite right; when you are 
ſtrongeſt, eſpecially by a Piece, then every Time 
you change, your Advantage increaſes ; this 1 


| fo plain it needs no Argument: Again, when you 


have played a Piece, and your Adverſary oppoſes 
one to you, change dire &ly, for it is plain he wants 
to remove you; prevent him therefore, and don't 
Eo, MF ne 

IX. Every now and then I would have you cal 
vp your Game, and make the Balance, then take 
your Meaſures accordingly. 


X. At 
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X. At the latter End of the Game eſpecially, 
remember your King eis a capital Piece, and don't 
let him be idle; "tis by his Means, generally, you 
get the Move and the Victory. 

XI. Ohſerve this | alſo, that as the Queen, 
Rook, B.ſho operate at a Diſtance, 'tis not 
always — 2 in your Attack, to have them 
near your Adverſary' s King; they do better at a 


Stale-Mate. 
XI. When you have a Piece that you can take, 
and that can't eſcape you, don't be in a hurry ; 


and take it at your Leiſure. 
XIII. ?Tis not always right, to take your Ad- 
verſary's Pawn with our King, for very often 


your King. 

XIV. When you can take a Man with diſſe 
tent Pieces, don't do it with the firſt that Occur 
but conſider thoroughly with which you had bel 
take it. 


LAWS ar CHE 


. * you touch your ] Man, you mutt play it, 
and if you quit it you cannct recall it. 

II. If by Miſtake, or otherwiſe, you play 
falſe Move, and your Adverfary takes no Ns 
of it till he hath played his next eue, neither 
| of you can recall it. | 

III. If you miſplace your Men, a play two 
8 it Tg in jour Adverlary's Power or 
Choice 


Diſtance, can't be drove away, and prevent a 
ſee where you can make a good Move elſewhere, 


t happens to be a Safeguard and Protection to 
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166 Rules and Obſervations, &c. 
Choice whether he will permit you to begin the 
Game, or not. ang 1 
IV. If the Adverſary playeth or diſcovereth a 
Check to your King, and gives no Notice of it, 
you may let him ſtand ſo till he gives Notice. 
V. After your King has moved, you cannot 
Sale. 33 % ͤ w—P 
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With the Rus and Opps made Ule of 


in BETTING at this Game. 


Likewiſe an Account of the different Kinds of Games 


played on a BILLIARD TABLE. 
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| A SHORT 
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o THE GAME OT 
CH A P. I. 


Some Account of tbe Oris in of Billiards, with @ 
n of the Table on which it 15 Played. 


HE Game of Billiards was invented by 
the French, when it was played in a dit- 
ferent Manner from what it is at preſent, 
by having a Paſs or Iron fixed on the Table, 
threugh which the Balls at particular Periods of 
the Game uſed to be played; but now this Method 
is quite laid aſide, both in France and in every 
Place where the Game is played. 

Soon after the French, the Germans, the Dutch 
and ltalians brought this Game into Vogue, 
throughout moſt Parts of Europe, at which they 
became great Proficients, and in a few Years at- 
terwards. it became a favourite Diverſion in many 
Parts of England, particularly with Perfons of the 
firſt Rank ; indeed, ſince that Time it has been in 
a great Meaſute oroft; tuted by the defigning and 
vulgar ſoit of People: notwithſtanding, this Game 


1 5 2 will 
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will never be out of Faſhion, being of itſelf very 
entertaining, and attended with that Kind of mo- 


derate 8 bf ich renders it the more agree- 
ab! 7e. . 
The Table on which this Game is played, 


generally about twelve Feet long, and fix Pert | 


Wide, or rather in the exact form of an Oblong; 
it is covered with fine green Cloth, and ſurrounded 
with Cuſhions to prevent the Balls rolling off, and 

to make them rebound. There are {ix Mas, 

Nets, or Pockets; theſe are fixed at the four Cor 

ners, and in the Middle, oppoſite each other, to 

receive the Balls, which when put into theſe Holes 
or Pockets are called Hazards. The ming of a 
Hazard, that is, putting the Adveriary” s Ball in, 


at the uſual Game reckons for two in Favcur of 


the 2 ; 


GHA'P. li. 


Rules gencrally obſerved at the common or uſua! 
Came, and the Jiſtruments deſcribed which are 


| maze de Wc 1 playing. 


$i 


be 0 R the Lands the Balls muſt be pot at one 
End, and the Player muſt ſtrike them 
8 the farthermoſt Cuſhion, in order to {cc 
which will be neareſt. the Cuſhion that is next tv 
them. 
II. The neareſt to the Cuſhion is to lead and 
chooſe the Ball, if he pleaſes. 
III. The Leader is to place his Ball at the Na], 
and not to paſs the middle Pocket, and if he Hole: 


himſelf in leading, be lofes the Lead. 9 
IV. He 


f 


I 


ſi 
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IV. He who follows the Leader muſt ſtand 
within the Corner of the Table, and not place his 
Ball beyond the Nail. 

V. He who plays upon the running Ball loſes 8 
one. 

VI. He who touches the Ball twice, and moves 
it, loſes one. 

VII. He who does not hit his Adverſary' $ bal, 

loſes one. 
VIII. He who touches both Balls at the fg 
Time, makes a foul ſtroke, in which Caſe if he 
ſhould hole his Adverſary, nothing is gained by 
the ſtroke ; but if he ſhould put UTE: Ws. he 
loſes two. 

IX. He who holes both Balls loſes two. 

X. He who ſtrikes upon his eee Ball, | 
and holes himſelf, loſes two. 

XI. He who plays at the Ball without riking 
it, and holes himſelf, loſes three. 

XII. He who firikes both Balls over the Table, 
loſes two. 

XIII. He who fetken his Ball over the Table,. 
and does not hit his Adverſary's Ball, loſes three. 

XIV. He who retains the end of his Adverſa - 
ry's Stick when playing, or endeavours to balk his 
ſtroke, loſes one. 

XV. He who plays e Ball or lake 
without leave, loſes one. 

XVI. He who takes up his Ball, or his Adver- 
ſary's without leave, loſes one. 

XVII. He who ſtops either Ball when running 
| loſes one, and being near the Hole, loſes two. 
XVIII. He who blows upon the Ball when run» 

ning loſes one, and if near the Hole, loſes two. 


2 . : 
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XIX. He who ſhakes the Table when the Bai! 


is running, loſes one. 


XX. He who ſtrikes the Table with the Stick, 
or plays be fore his turn, loſes one. 


XVI. He who throws the Stick vpon the 7 able, 


and hits the Ball, loſes one. 


XXII. If the Ball ſtands upon the edge of the 
Hole, and after being challenged it falls in, it is 


nothing, but muſt be put up where it was before. 
XXIII. If any Perſon not being one of the 

Players, ſtops a Ball, the Ball muſt ſand in the 

place where it was ſtopp'd. 

XXIV. He who plays without a Foot upon the 
Floor and holes his Adverſary's Ball, gets nothing 
for it, but loſes the Lead. 

XXV. He who leaves the Game before it is 

ended, loſes it. 0 

255 XXVI. Any Perſon may change his Stick | in 

Play. 
= XVII. If any difference ariſe be play 
ers, he who marks the Game, or the Majority of 
the Company, muſt decide it. 


XXVII. Thoſe who do not play muſt ſtand 


. from the Table, and make Room for the Play ers. 


XXIX. If any Perſon lays any Wager, and 


os not Play, he ſhall not give Advice to the 
Players upon the Game. 
The Game of Billiards is played with Sticks, 
- called Maces, or with Cues; the firſt conſiſt of a 
long ſtraight Stick, with a Head at the End, and 
are the nioft powerful Inſtruments of the two: the 
Cue is a thick Stick diminiſhing- gradually to a 
Point of about half an Inch Diameter; this Inſtru- 
ment is pfayed over the Left-hand, and ſupported 
by the fore- finger and Thumb. It ; is the only In- 
| DE ö ſtrument 
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irument in Vogue abroad, and is played with 
amazing Addreſs by the Italians, and ſome of the 
Dutch; but in England the Mace is the prevail- 
ing indrument, which the Foreigners hold in con- 
tempt, as it requires not near ſo much Addreſs to 
play the Game with, as when the Cue is made 
uſe of; but the Mace is preferred for its peculiar 


Advantage, which ſome prote ſſed Players have 


artfully introduced, under the name of Trailing, 
that 1s, following the Ball with the Mace to ſuch 
a convenient D.ſtance from the other Ball as to 
make it an eaſy Hazard. The degrees cf 'I'railing 
are various, and undergo different Denominations 
amongſt the Connoiſſeurs at this Game; namely, 
the ſhove; the ſweep, the long ſtroke, the trail, 
and the dead trail, or turn up, all which ſecure 


an Advantage to a good Player according to their 


various Gradations: even the Butt-end of the Cue 
becomes very powerful, when it is made calc of by 
a good Trailer. 


CHAP. III. 


Gi: ving « an Accyunt of the different Kinds of Games 
Fer at eg 


Brstwors the common witning «Gum; which 
is twelve up, there are ſeveral kinds of Games 
played at Billiards, viz. the loſing Game; the 
winning and lofing ; choice of Balls; Bricole ; 
Carambole; Ruſſian Carambole; the Bar- hole; 
the one hole; the Four Game, and Hazards. 
The /o/ing Game, is the common Game nearly 


revered 3 that is to ſay, except hitting the Balls, 
which | is abſolutely nece hy, the player gains by 


loſing. 
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loſing. By putting himſelf in, he wins two; by 
putting his Adverſary in, he loſes two; but if he 
pockets both Balls, he gets four. 

This Game depends greatly upon nacticule 
ſtrengths, and is therefore very neceſſary to be 
known to play the winning Game well. 
The winning and lofing Game is a Combination 
of both Games; that is to ſay, all Balls that are 

put in by ſtriking firſt, the Adverſary's Ball reckon 

ggg Game; and holing both Balls reckons 
for-. 
At this Cane a and the nl, 8 over, 


or forcing the Balls over the Cuſhion, goes fer 


nothing; the ſtriker only loſes the Lead. 

Choice of Balls, is chuſing each time which Ball 
the Player pleaſes, which is doubtleſs a great Ad. 
vantage, and 1s generally played «pam lohng and 


winning. 


Bricole, is being obliged to hit a Collins. and 
make the Ball rebound or return to hit the Adver- 
ſary's Ball, otherwiſe the player loſes a Point. 
This is a great Diſadvantage, and is reckoned be- 
_ tween even players to be equal to receiving about 
eight or nine Points. 

Carambole, is a Game newly introduced from 
France. It is played with three Balls, one being 
red, which is neutral, and is placed upon a Spot 
on a Line with the ſtringing Nail *. Each Anta- 


goniſt at the firſt ſtroke of a Hazard, play froma | 


mark which is upon a Line with it at the other 
End of the Table. The chief object at this Game 
I EN The ; | | 185 


— 


\Stringiog Nai, is We Page of the. Table fron | 


whence the Player ſtrikes his Ball at firſt ſetting off, and 
is generally marked with two Braſs Nails. 
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is, for the player to hit with his own Ball the two 
other Balls, which 1s called a Carambole, and by 
which the player wins two. If he puts in the red 
Ball, he gets three, and when he holes his Adver- 
ſary's Ball, he gets two; ſo that ſeven may be 
made at one ſtroke, by caramboling and putting 


in both Balls. This Game reſembles the loſing, 
depending chiefly upon particular ſtrengths, and 


is generally played with the Cue. The Game is 
fixteen up; nevertheleſs, it is reckoned to be ſoon- 
er over than the common Game. e 
The next obje & of this Game, after making 
what we have diſtinguiſhed by the Carambole, is 
the Baulk; that is, making the white Ball, and 
bringing the player's own Ball and the red one be- 


low the ſtringing Nail, from whence the Adverſa- 


ries begin. By this Means the Opponent is obliged 
to play Bricole from the oppoſite Cuſhion, and it 
often happens that the Game is determined by this 
W.-H. 8 8 1 
The Ruffan Carambole, is a Game that has ſtill 


more lately been introduced from abroad, and is 


played in the following Manner. The red Ball 


is placed as uſual on the ſpot made for that Pur- 
poſe, but the player when he begins, or after 


having been holed, never places his Ball on any 
particular place or ſpot; he being at Liberty to 
put it where he pleaſes. When he begins to play, 


inſtead of ſtriking at the red Ball, he leads his 
own gently behind it, and his Antagoniſt is to 


play at which he thinks proper ; if he plays at the 
red Ball, and holes it, he ſcores three as uſual to- 
wards the Game, which is twenty-four inſtead ot 
ſixteen Points; and the red Ball is put upon the 


[pot again, at which he may ſtrike again, or take 


His 
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very difficult to keep one or other Ball out, parti- 


1 Fad of the Table at which the Hazard is made; 
but when a Perſon happem to be a Novice, this W 
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his choice which of the two Balls to puſh at, a. 
ways tollowing his ſtroke till both Balls. are off the 
Table. He is. entitled to two Points each tim: 
that he Caramboles, the ſame as at.the other Game, 
but if he Carambeles and puts his own Ball into 
any Hole, he loſes as many as he might have got, 
had he not holed himſelf; for example, if he 
 firikes at the red Ball, which he holes, at the ſame 
time Caramboles and holes himſelf, he loſes five 
Points; and if he holes both Balls when he Ca- 
rambales, and likewiſe his own, he loſes ſeven, 


which he would have got, if he had not holed his 
In other reſpeQs it is played like the 


own Ball. 
common Carambele Game. 


The ler-Folk. ien be 


ing barred which the Ball ſhould be played for, and 
the player ſtriking for another Hol; when thi: 
Game is played againſt the common Game, the 
Advantage for the latter between equal players, 1 
reckoned to be about fix. 

The player at the one Hole, though it ſeems to 


thoſe who are not Judges of the Game, to be a 


great Diſadvantage, has in fact, the beſt of it ; for 
as all Balls that go into the one Hole reckon, the 
player endeavours to lay his Ball conſtantly before 
that Hole, and his Antagoniſt frequently finds it 


cularly on the leads, when the one Hole player 


lays his Ball (which he does as olten as he can) on 
the brink. of the Hole; leading for that Purpoſe 
from the oppoſite End, which in reality he has no 


right to do, for the Lead ſhould be given from the 


Advantage is often taken. ö | 


N 
each 
play 
loſt, 
or H 
at th 
anot! 
it is 

H 
tirel) 
no A 
Perf 
herec 
avol 


n,! 
18 4 

Perf 
zard 
gene 
the 1 
2V01 
er, 
or p 
Ball 
alw⸗ 


GAME of BILLIARDS. 177 
The four Game, conſiſts of two Partners on 
each Side, at the common winning Game ; who 
play by ſucceſſion after each Hazard, or two Points 
loſt, The Game is fifteen up; ſo that the Point 


or Hazard is an odd Number, which makes a miſs 
at this Game of more Conſequence than it is at 


another; being as much at four, ſix, or eight, as 
it is at five, ſeven, or nine at the ſingle Game. 
Hazards, are ſo called, becauſe they depend en- 
tirely upon the making of Hazards, there being 
no Account kept of any Game. Any Number of 
Perfons may play, by having Balls that are num- 
bered ; but the Number ſeldom exceeds fix, to 
avoid confuſion. The Perſon whoſe Ball is put 


in, pays ſo much to the player according to what 
is * to be played for each Hazard; and the 


Perſon who miſſes, pays half the Price of a Ha- 


zard to him whoſe Ball he played at. The only 
general Rule is not to lay any Ball a Hazard for 


the next player, which may be in a great Meaſure 
avoided, by always playing upon the next play- 
er, and either bringing him cloſe to the Cuſhion, 
or putting him at a diſtance from the reſt of the 
Balls. The Table, when Hazards are played, is 
always paid for by the Hour. FIR 
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RA "IV; 


EVEN PLAYERS. 


| ONE 1 is 8 5 
| Two Love _ — 3 
Three Love | — 7 
Four Love — 2 
Five Love — 3 
J.. of 
BB ©) | ON EIT ES 
"MMC LOVE. ooo. 4-18: 
Ten Love FF 
Eleven Loe 6 


But only a Guinea to a z Shilling | is ge- 
nerally laid. „„ 


Two to one is — 
Three to one . 
Four to one r 
WWCCC0 o 
Sie enne 
Seven to one — 

Eight to one — 

Nine to one, is about — 1 
Ten to one is generally laid Twenty- 
one to one, but is in reality much 
more, though not commonly laid; 
but according to the neareſt Calcu- 

lation, is fifty to one. 

Eleven to one is — 60 


to 


SO An 


Containing the Odds uſually laid at Billiards, 


* 
| © 
5 of 


yy bent” reef bf at ho — — If 


4 
2 
4 
1 
2 
I 
| 
J 


Three 


B. 
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Three to two is 0 A 

Four to two | . 

Five to two 3 
Six to two — — 
ieee -- 

Eight to two — 

Nine to two 2 

Ten to two is about . 1 
But often laid Twenty - one to one. 14 

Eleven to two EG | 9 


— 
— 


—— = N 


830888 


t 
GI 
— 


Four to three is — to 1 
Five to three a if 
Six to three — 
Seven to three 3 4 


or about —— — 
Eight to three — 
Nine to three —— 
Ten to three — 
f Eleven to three — 


NS 


. * 


Five to four is — 
e four — 
Seven to four 5 
Eight to four — 
Nine to four — 
Ten to four — 
Eleven to four — 


to 
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Six to hve ix — 
Seven to five 9225 
Eight to five — 
Nine to five e 
Jen to five — 
Eleven to five | "oo 


to 
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Seven to fix is — 5 to 4 | 
| Light to ſix : e 2 1 ö 
Nine to ſix — EI 
Ten to fix — 5 1 W. 
Ele ven to fix _ 6 3 1 
SES 1 | : : 4 0 
Fight to ſeven is — 7 to 4 : 
Nine to ſeven — . | 
Ten to ſeven _ — 4 1 N 
Aleven to ſeven — . 1 
Nine to eight is — 4 to 3 l 
Ten to eight — 8 W 
Eleven to cight — . ” 
, a ; : * 
Ten to nine is _ + to-1 ] 
| Eleven to nine _ 5 2 1 
Eleven to ten is — 5 bo 4; — 4 
„ ĩ ns = 
r e : 1 
Containing the Odds when two are given lo be: 
:. --: Adverſary-- ö 
| 5 12 7 W. 
l "HEN he who gives another two 3; 
= 5 1 to 2 —— that 
| One to two is — — 5 
| Iwo all „5 ITY 3 9 W 
Three to two — 8 5 25 
Four to two. Ot 2 15 
N * | 2 
l Five to two. -* . . Wi 
| Di to th i 1 g 
| Seven to t Woo jos; Q:.-:4 | 
Fight to two | — 1 . 
Nine to 1wo PPP: 11 4 | 
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Ten to two e SES 27 to 
Ele ven to two 1 31 1 
When he is four all=——t is 2 to 2 
Five to four _ 8 5 
Six to four _ — 1 
Seven to four _ 3 . 
Fight to four — 5 1 
Nine to four — 6 1 
Jen to ſour — 15 1 
Eleven to four — 18 11 
When he is fix alt is 4 to Þ 
Seven to fix _ 3 2 
Eight to fix — „ 
Nine to ſix | — 1 
Ten to ſix — 1 1 
Eleven to ſix —— — 5 IN 
When he 1s 8 to tren is 2 tor. 
Nine to ſeven — 3 
Ten to ſeven — 3 
Ele ven to ſeven — 3 I 
When he is eight all=——it is $404 
Nine to eight — 3 2 
Ten to eight — 3 1 
Ele ven to eight —— 4 'v 
When he is nine all——it is 4 0 
Len to nine —— 33 
Eleven to nine — 3 1 
| When he is ten 2 it 1s 6 to 5 
Eleven to ten — „„ 
When he is eleven all=—it is 5 do 4 

R 2 CH AP. 
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CHAP. FE 


The odds when 1200 and four are received from the | 
he OO) 


: WW HEN he who receives two from Another 5 
ie—3 Love that 1 b W. 
Three Love is tO 
Four Love | 
Five Love — 
Six Love — 
Seven Love — 
Eight Love — 


O oO 


Nine Love 
Ten Love 


Eleven Love ! — 


mi wt ng + 1 LU od 


lt, | 


When he is ſix to four, it is 
ge ven to four 
Night to four 


— 
IM Nine to four —— 


to 


Ten to four 
Ele ven to four 


When! lie is eight to ſix, it is to 
Nine to fix 
Ten TO {ix wy 


Eleven to fix 


| CG 


TO 


When he is eight to ſeven, it is 

Nine to ſeven 
Ten to EY —— 

Eleven to ſeven — 


to 


| When he is nine to eight, it is 
5 Ten to eight —— 
| | Eleven to eight — 


5 
3 
: 
s 
+ 
"4 
: 
9 
1 
8 
3 
7 
= 
2 
5 


DM „ K 5 „ b ww 5 
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When ke is nine all, it is * 


4 to 3 
Ten to nine — „ 
Ele ven to nine — 2 L 
When he is eleven to ten, 1 Even 
Eleven all 4 10 3 
When he who receives four from another, is fix 
Love, that fix Love is — 1 
Seven Love — i 3 2 | 
Eight Lore — 5 1 
Nine Love — ö , 
Ten Love — 16 1 
Eleven Love — 17 * 
When he i is fix to two, it is „ 
Seven to two — . 
Eight to two — 5 
Nine to two —— 3 
Ten to two — 12 1 
Eleven to two — 13· * 


CHAP. VIL 


Cut aining the uſual Odds that are ha pon the 


Hazard, with ſome general . worthy 
Artention.. 


HEN 2 are given, the odds of m Hazard 


- are -- — —— to 5 
When 3 are given, the odds are : * | 
When 4 are given, — 2 iS, 
When 5 are given, J 
When 6 are given, — 2 5 
| 0 The 
—— 2 | | _ — | 


# Apainſt him. RR 


R TxrATis g, &c; 
The full odds that two Hazards are not got ſy: 


ceſſively between even Players, are 3 to 1 
8 not ſucceſſively t 
F — I 1 
5 ditto — — 31 1 
6 ditto — — 53 


General Obſervations worthy MHttention. 
If a Perſon lays Money on a Hazard, when ei 
ther of the Players is eleven, and one of then: 


miſſes and runs into the Hole, he who laid his 
Money upon this Player, does not loſe the Hazard, 


the Game being out by the mils, and of Courſe 


the Hazard is void. 85 
If a Perſon ſhould make a foul ſtroke, his Ad- 
verſary has a right to Lead, if he does not like the 
Ball he has to play at; or, if a Perſon propoſes 
Pang the Balls, his Adverſary has a right to the 
VV 


If a Perſon loſes a Hazard in one of the corner 


Holes, he can oblige his Adverſary to lead from 
the End where he loſt the ſaid Hazard, 

If a Perſon ſhould loſe a Hazard in either of the 
middle Holes, his Ad verſary can oblige him to go 
to which End he pleaſes. 3 
If a Perſon ſhould play with the wrong Ball, his 
Adverſary has a right to the Lead, if he don't like 
either of the Balls he has to play at ; provided he 
can make it appear that he played with his own 
Ball the ſtroke before: but if he thinks proper to 
play the ſtroke, he may take his choice of the 
Balls, and the Hazard muſt be played out. 


End of the GAME of BILLIARDS: 
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TENNIS: 


Whereby a Perſon who has never ſeen a 


Texnnis-CourRT, may learn in what 
Manner this Game is played, the uſual 
Odds, and the Method of betting at the 


ſame. 
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\ S many Perſons would become Players at 
Tennis, provided they could eaſily un- 
=. derſtand the rudiments of the Game, ſo 
as to form fome Judgment of the Players, or at 
leaſt to know who wins and who loſes, we have 
here attempted to give ſo plain a Deſcription of it, 
that no one can be at a loſs, if ever he ſhould bett 
or play. As to the executive Part, it requires great 
Practice to make a good Player, fo that nothing 
can be done without it; all we preſume to do is 
to give an inſight into the Game, whereby a Per- 
ſon may not ſeem a total Stranger to it, when he 
happens to be in a Tennis-Court. _ REY 
The Game of Tennis is played in moſt capital 
Cities in Europe, particularly in France, from. 
waence we may venture to derive its origin. It is 
eſteemed with many to be one of the moſt ancient 
Games in Chriſtendom, and long before King 
Charles the Firſt's time it was played in England. 
This Game 1s as intricate as any Game what- 
ever; a Perſon who is totally ignorant ot it, may 
look on for a Month together, without being able 
| ks: to 


iss Ganz of TENNIS. 


to make out how the Game is decided. There. Ml *®: 


fore, we ſhall begin by deſcribing the Court in 2 
which it is plaved. © 2 
The ſize of a Tennis-Court is generally about 4 
ninety ſix, or ſeven Feet, by thirty-three, or ſour, mM 
there being no exact dimenſion aſcribed to its pro- 0 
portion, a Foot more or leſs in Length or Width f 
being oi no Conſequence. A Line or Net hangs MW ch 
exactly acroſs the Middle, over which the Ball 55 
muſt be ſtruck, either with a Racket or Board to - 
make the ſtroke good. Upon the entrance of a D 
Tennis-Court, there is a long Gallery which goes th 
to the Dedans, that is a Kind of front Gallery, 


where SpeCtators uſually ſtand, into which, when- 
cver a Ball is ſtruck, it tells for a certain ſtroke, 701 

This long Gallery is divided into different Com- D. 
partiments or Galleries, each of which has its par- 


ticular Name, as follows; from the Line towards 5 

the Dedans, are the fr/i Gallery, Door, ſecond 850 
Gallery, and the laſt Gallery; which is called the WM ,.: 
Service-ſide. From the Dedans to the laſt Gallery 1 

are the Figures I, 2, 3, 4, 5, 6, at a Yard diſ- Hy 

tance each, by which the Chaces are marked, and b 

is one of the moſt eſſential Parts of the Game, as 85 

l will appear in the following Deſcription. _ the 
Þ On the other Side of the Line are alto the 57 . 


Gallery, Door, ſecond Gallery, and loft Galliry; 5 
which is called the Hazard- ſide. Every Ball ſtruck Ad 


into the laſt Gallery on this Side reckons for a cer- Ke 
| tain ſtroke the ſame as the Dedans. Between the = 
ſecond, and this laſt Gallery are the Figures 1, 2, 
to mark the Chaces on the Hazard-fide. Over an 
this long Gallery, or theſe Compartiments, 1s 4 * 
covering, called the Pent-houſe, on which they I gin 


play the Ball from the Service · ſide, in order to be- 
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gin a ſet of Lennis, from which it is called a Ser- 
vice. When they miſs putting the Ball (fo as to 
rebound from the Pent- houſe) over a certain Line 
on the Service ſide, i is deemed a Fault, two of 
which are reckoned ior a ſtroke. If the Ball rolls 
round the Pent-houſe, on the oppoſite Side of the 
Court, ſo as to fall beyoud a certain Line deſcribed 
for that Purpoſe, it i called Paſſe, reckons for no- 
thing on either Side, and the Player mult ſerve. 
again. 

On the Right hand Side of the Court from the 
Dedans i 18 what they call the Tombonr, a Patt of 
the Wall which projects, and is fo contrived ja 
order to make a Variety in the ſtroke, and render 
it more difficult to be returned by the Adveriary ; 
for when a Ball ſtrikes the Tamlour, it varies iis 
Direction, and requires {ome cxtraordinary Judg— 
ment to return it over the Line. The laſt 'Thing 
on the Right-hand Side is called the Gi, where - 
in if the Ball is iel it is alſo fiftcen, or a cer- 
tain ſtroke, _ 

The Game of is is played by what they 
call ſets; a ſet of Tennis conſiſts of ſix Games 
but if they play what is called an Advantage tet, 
two above five Games muſt be won an one Side or 
the other ſucceſſively, in order to decide; or, :4 
it comes to fix Games all, two Games muſt ſtill be 
won on one Side to conclude the ſet; fo that an 
Advantage ſet may laſt a conſiderable Time, for 
1 kind of ſets the Court! is paid more than lor 

other. 

es muſt now deſcribe the Vie of the Chaces, 
and by what Means theſe Chaees decide or inter- 
fere ſo much in the Game. When the Player 
gives lus Scrvice at the beginning of a ſet, his Ad- 

| verſar/ 
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verſary is ſuppoſed to return the Ball, and where- 
ver it falls after the firſt rebound untouched, the 

Chace is called accordingly ; for example, if the 


| Ball falls at the Figure 1, the Chace is called a 


Yard, that is to ſay, at a Yard from the Dedans; 
this Chace remains till a ſecond Service is given, 


and if the Player on the Service- ſide lets the Ball 


go aſter his Adverſary returns it, and if the Ball 
falls on or between any of theſe Figures or Chaces, 

they muſt change Sides, there being two Chaces ; 
and he who then will be on the Hazard fide, muſt 
play to win the firſt Chace, which if he wins by 
{triking the Ball fo as to fall, after its firſt rebound 
_ nearer to the Dedans than the Figure 1, without 
his Adverſary's being able to return it from its firſt 
Hop, he wins a ſtroke, and then proceeds in like 
Manner to win the ſecond Chace, wherever it 
ſhould happen to be. If a Ball falls on the Line 


with the firſt Gallery-door, ſecond Gallery, or laſt | 
Gallery, the Chace is likewiſe called at ſuch or | 


C2 


ew a Place, naming the Gallery, Door, Sc. 
When it is juſt put over the Line, it 1s called a 
Chace at the Line. If the Player on the Service- 


Ade returns a Ball with ſuch force as to ſtrike the 


Wall on the Hazard-fide ſo as to rebound, after 


the firſt Hop over the Line, it is alſo called a Chace | 


at the Line, © 


Ihe Chaces on the Hazard-ſide, proceed from 


the Ball being returned either too hard or not quitc 
hard enough ; fo that the Ball after its firſt re- 


bound, falls on this Side the blue Line, or Line 


which deſcribes the Hazard-ſide Chaces, in which 
Caſe, it is a Chace at 1. 2, &c. 


P | 
no Chace depending. When war” change 2755 
hace, mult pu- 
2 the 


the Player, in order to win this 


rovided there s 
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the Ball over the Line any where, ſo that his Ad- 
verſary does not return it. When there is no 
Chace on the Hazard - ſide, all Balls put over the 
Line from the Service- ſide, without being return- 
ed, reckon for a ſtroke. 

As the Game depends chiefly upon the mark- 
ing, it will be neceſſary to explain it, and to re- 
commend thoſe who play at Tennis to have a good 
and unbiaſſed Marker, for on him the whole ſet 
may depend: he can mark in Favour of the one 
and againſt the other in- ſuch a Manner, as will 
render it two to one at ſtarting, though even Play- 
ers. Inſtead of which the Marker ſhould be very 
attentive to the Chaces, and not be any way parti- 
al to either of the Players. 

This Game is marked in a very ſingular Man- 
ner, which makes it at firſt ſomewhat difficult to 
underſtand. The firſt ſtroke is called Fifteen, the 
ſecond Thirty, the third Forty, and the fourth 
Game, unleſs the Players get four ſtrokes each; 
in that Caſe, inſtead of calling it forty all, it is 
called Deuce; after which, as ſoon as any ſtroke 
is got, it is called Advantage, and in Caſe the 
ſtrokes become equal again, Deuce again, till one 
or the other gets two ſtrokes following, which win 

the Game: and as the Games are won, fo they 

are marked and called, as one Game Love, two 
Games to one, Ec. oa the ſet, ot which ſo 
many of theſe Games it conſiſts. 

Although but one Ball at a time is played with » 
Number of Balls are made uſe of at this Game, 
to avoid Trouble, and are handed to the Players 
in Baſkets for that Purpoſe : by which Means they 
can play as long as they pleaſe, without ever hav- 
Ing Occaſion to ſtoop for a Ball. 


8 Ac 
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As to the Odds at Tennis, they are by no Means 


ſixed, but are generally laid as follow: 


| Upon the firſt ſtroke being won between even 4 
Players, that is, fifteen Love, the Odds are of the 


Angle Game 7 to 4 
Thirty Love „„ nt ans 
Forty Lore - 3 
"Thirty fiſteen — - -.2..t0:1 
Forty flteen:. 5 - . 
Forty thirty e - 3 1 

Ihe Odds of a ſour Game ſet when the firſt 

Game 1 is won, are * 02 
When two Games Love 4 1 
Three Games Love 8 4 

When two Games to one * 2 00-1 
Three Games to one - E 

The Odds of a ſix Game ſet when the firſt Game 
is won, are - '- 3 to 2 
When two Games Love 5 
Three James Leere 4 J 
Four Games Love „% 00-43 
Fives Games Love - 21 I 

When two Games to/one 7-5; 8 46-5. 

Three Games to one - 8 2 
Four Games to one 5 1 
Five Games to one — BS: 

When three Garnes to two - 7 to 4 
Four Games to two ff 3 
Five Games to two . = N03 

When Four Games to three 4 2 to | 
Five Games to three 124 


% — oe Ore ES WE WA 


hands 4 


PRE, 


GAME of TENNIS. 193 
The Odds of an Advantage ſet when the firſt 
Game is won, are he 5-104 
When two Games Love = 5 
Three Games Love Om 
Four Games Love — 
Fives Games Love 5 


2 rt. 


When two Games to one - 
Three Games to one — 
Four Games to one - 

Five Games to one " 1 


OW 
- | 


— £2 uh JJ 


When three Games to tio - 
Four Games to two. = 
Five Games to two - 


to 


— — 22 


When four Games to three — 
Five Games to three 2 


to 


V2 O 9 
2 


When five Games to four 


N 


40 '£ 
When ſix Games to five — 5 to 2 


The foregoing Odds, as | beforeſaid, are gene 


rally laid, but the Chaces interfering makes the 


Odds very precarious; for example, when there 


is a Chace at half a Vard, and a ſet is five Games 


all, and in every other reſpect equal, the Odds are 
a good five to four; and if it were ſix Games to 


five, and forty thirty with the fame Chace, the 


Odds then would be a Guinea to a Shilling ; ſo 
that it is plain that the Odds at this Game differ 
from thoſe of any other: for one ſtroke will re- 
duce  fet, ſuppoſing the Players to be five Games 
all, from an even Wager to three to two, and fo 
on in Proportion to the ſtage of the ſet. 


There are various Methods of giving Odds at 


Tennis, in order to make a Match equal; and that 


8 2 | they 
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they may be underitood, we ſhall give the follow- 
ing Liſt of them, with their Meanings, ſo that any 
Perſon may form a Judgment of the Advantage 
received br given.. 

The loweſt Odds that can be given, excepting 
the Choice of the Sidee, is what they call a Biſque, 
that is a ſtroke to be be taken or ſcored whenever 
the Player, who receives the Advantage, thinks 
proper; for inſtance, ſuppoſe a crit: cal Game ct 
the ſet to be forty thirty, by taking the Bi/que, he 
who is forty becomes Game, and ſo in reſpect of 
two Biſques, &c, 

The next greater Odds are Funde, that is, a cer- 
tain ſtroke given at the beginning of each Game. 

After theſe, half thirty, that is filteen one 
Game, and thirty the next. den follow the 
whole thirty, forty, &c. 

There are alſo the following Kind of Odd: 
which are given, viz. _ 

Round-ſerviccs, thoſe are Services given round 
the Pent-houſe, ſo as to render it eaſy for the“ 
Striker-out to return the Ball. | 

Haf-court, that is being obliged or confined to 
play into the Adverſary's Half court; ſometimes 
it is played ſtrait-ways, and at other times acroſs; 
both wh.ch are great Advantages given by him o 

confined, but the ſtrait Half-court is the greateſt. 

Touch no-tball, that is, being obliged to play 
within the Compaſs of the Walls, or ſides of the 
Court; this is a conſiderable Advantage to hun 
who receives it; as all the Balls muſt be played 


gently, and eee they are e caſter he 
take 


# The Player who is on the Hazard-ſide, 
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take than thoſe which are played hard, or accord 
ing to the uſual Method of play. 

Barring the Hazards, that is barring the De- 
dans, Tambour, Grill, or the laſt Gallery on the 
Hazard fide, or any particular one or more of 
them. 
Theſe are the common Kind of Odds or Ad- 
vantages given; but there are many others, which 
are according to what is agreed by the Players, 
ſuch as playing with Board againſt Racket, C ricket- 
bat againſt Racket, &c. 

The Game of Tennis is alſo played by four 
Perſons, two Partners on each Side. - In this Caſe, 
they are generally confined to their particular 
Quarters, and one of each Side appointed to ſerve 
and ſtrike out; in every other reſpect, the Game 
is played in the ſame Manner, as when two only 
pla | 
Lag Thing more to be ſaid upon this Subject 
would be needleſs, as nothing can be recommend- 
ed, after reading this ſhort Account of Tennis, but 
Praftice and Attention, without which no one can 
become a Proficient at the Game. 


END or THE GAME or TE NNI8.X 


AN 


9 8 N 
. 
TOWARDS MAKING 1 HR 


5 8 8 K 1 * 


CHANCES, 


EAS x to thoſe who underſtand VI GAR 
ARITHMETIC only. 


To which are added, 


Some Uſeful TABLES on ANNU1TIEs for 


Lives, Ec. Oc. Se. 


1 


By E D MOND HOYLE, Genr. 


DUST 
5 Printed by PETER HOEY, at the Mx cv 
| No. 3] in Sz1nwzx-Ro w, 


MyDCCSLAKEY Lhe 


2 
7 4 
33 
— — — — ry, re — 4 K 
— ora ;, - = Sax and — 1 
e erer. 
— — * — 
D 4 2 8 af 
. AER Rt 8 1 — 
— 5 — 1 2 
n py K 
3 5 828 3 


4 
* 

3 ; 

* 

1 

0 

i 

F - 

; 

: 

- 


N 
5 2 
LEY 
4 
19 
9.4 
Ft. 
1 
4 
. f 
F 
* 
8 
" 
* 
* 
Y : | 
1 4 
5. 
fi 
i 
j ; 
J. 7.8 4 
7 3 
17 
1 


— 
* 


1 
7 
$ 

4 

. 


TO THE 


RIGHT HONOURABLE 


— 
= 
WwH 


EARL or EGMONT. 
My LorD, 


- HIS Tar arr on the Doerring of 
* Cuances, is moſt bumbly inſeribed to 
your Lordſhip, in Acknowledgment of the many : 
Favours conferred upon, : 

Your Lordfhip's 
Humble and mof 
Obedient Servant, 


EoDMonD HOLE. 


'T HE 


PREFACE. 


TÞ N order to put Play upon the moſt equal Foot, | 
in this Treatiſe you have practical Rules and | 
Examples, plainly expreſſed in Words at Length, | 
whereby all various Caſs, and the Odds of Game | 


2” oof any Kind, may he cafily reſolved, without an 


Knowledge of Algebra, or Logarithms ; by which | 
the moſt unſkilful Perſon, in betting his Money, | 
is put upon an equal Foot with thoſe who have | 
| 5 themſelves to this Kind of Oy for many 
ca 5 ö 
Calculations at Whit, when you are one Game | 
Love, and any certain Number of Points in the | 
ſecond Game, how to bet your Money upon an 
Equality; alſo Directions for calculating the 
Chances at Whiſt. f 
Calculations at All-Fours, which ſhew you the 
Odds when ao ought to beg, or give a Point te 
your Adverſary when he begs, with Directions | 
how to calculate the Chances at that Game. q 
Tables of Annuities upon Lives, calculated } 
according to the London Bills of Mortality, and | 
Breſlaw Tables; with ſeveral other uſeful Tables, 
which the Reader may underſtand without any | 
Knowledge of Decimals. 
Calculations for Lotteries and Dice, with Di- 
rections how to perform the Operations. — 
A ſhort Table of the Powers of two, ſhe wing. 
the Odds of winning or lohng any Number of 
Games vpon an Equality of Chance. } 


A N | 


0 8 * qv 
ON TH-E 


'DOCTRIN E or CHANCES. 


” 


e 
RE the various Conjunctions which ſe- 


veral Things may receive without any 


3 and 3, &c. 


The Ron 


Firſt, Vou are to multiply continually, begin- 


ning with Unit (or 1) as many of the leaſt of 
thoſe Numbers as your Combinations are to be 


of, and the Product of that Multiplication 15 te 5 


| be the Diviſor. 


Then multiply, aſter the ſame Manner exadaly, | 


as many of the laſt or greateſt of thoſe Number: 


as your Combinations are to be of, for a Divi- 


dend; then divide that laſt Product by the firſt, 
which folves the Queſtion. „ 
R l. 

Quere, How many different Combinations of 


three my be had in ſix Figures, VIZ. 1, 2, 3s 


4, 5, © 


"TT kus, 


- Regard to Order, being taken 2 and 2. 
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e 5 
1 


30 


: 120 The three higheſt Numbers multi: 
plied into one another for your 


5 Dividend. 
Thus, 1 
8 
3 | 
= The tha ree loweſt Members mult. 
plied into one another for your 
„ Deer, | 
ie 


Divifor '6 | 120 | 20 different Combinations g 
11 12 J may be had of 3 in 6 
Figures. 

You ſee the Dividend, being 120, is the Pro- 

duct of the 3 higheit Numbers multiplied into 


one another, which Product is to be divided by 
6, being the 3 ſoweſt Numbers multiplied into one 


ae e which make 20, and ſhew that the Com- 


- binations of 3 in 6 Figures make 20. 


Quere, How many Combinations may be had 
off 4 Cards in 7 Cards ? 
You are, as in the former Caſe, 1 to multiply 


the four higheſt Numbers together for a Dividend, 


then you are to multiply the four loweſt Num. 


bers together for a Diviſor, and proceed as in the 


former Example. 
F.xAMPLY 
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EXA LE II. 


840 Total of 10 Punke for a Divi- 


925 dend. 
Thus, | 1 | 


24 'T otal of low Numbers for a 1 


ſor. 


Dividend. 3 
Dixit 24 25 840 | 35 different Combinations 


may be had of 4 Cards! mn 


—— ſeren. 
120 
120 


fol ved. 


1 EB A ſhori 


"Tha, any Queſtion of the like Nature may be 


_ An Es8av on -the 


— 


4 Wig 

4 

4 3 Table which ſaves ſome T-ouble in et 
i Kind of Calculations. _ 

1 _ | 
© + 4 --- Fe | N _ 
| * 111 = 8 
| 3 L | = | wg” 

V B „ 
3 Ih | 85 : |l-|>|olp>]> 
| | ; 18 
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f | = x 81 wood oo. } 
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| FVV 
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CCõã ð⅛ m 2 By Then: 2 

6 ; * i = * 1 


tn Exp lanatien of the T able, 


=» 


Suppoſe 1 you are to find out how many diif-ren ent 
Combinations there are of four in ſeven, look ter! 
four in the Perpendicular, and carry your Finzer$ 
Along that Line till you come under 7, where you 


will find 35 the Anſwer. 


'Thus you may proceed for any other Cale 


71d 


oithis the Limits of the 2 Table. 


1 
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The Power of two, or a Table te find out the Odd: 
of lofing any Number of Games, upon an Equality 


of Chance within the Limits of the Table. 
Thus, 


0 ID: = 

5 

« 

| 
ITS. 
O e@& +> td 


3 
0 
i 
Ll 
i 
þ 


14 1 - wo... 16,384 | 
15 | — heels £8 | 32,768 
TW Sa 65,530 


An Explanation of the Table. 


Suppoſe you require to know the Odds of loſing 


three Games together, look in the Table for 
3, and againſt it you will find 8, therefore by 
ſubſtracting 1 out of 8 there remains 7; which 
ate the Odds of not loſing three Games together, 
ez 2 Si 


Caſe. 


1 CH AP. 


The like Method may be taken for any other : 


þ 1 = 5 4 
« 7 _ - „ 
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CHAP. I. 


El e 


M HAT Chance has the younger Hand to 


take in three certain Cards ? How is this 
Caſe to be ſolved? 


Yeu are to multiply the three highef Numbers 
into one another for your Dividend; then multi- 
ply the three loweſt Numbers into one another for 
your Wen, there being 20 Cards unfeen. 


Ex AN I E 1. 


— 

| nr 

Le] 

* 

8 
—_ . oe. wow ws © tonal ee 


7 5 The 3 eren Numbers 
W 1 


2 
1243 
5 


The 3 loweſt N umbers. 


Dividend. 
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Dividend. . | 
Divifor. 6 6840 | 1140 

PI RC 
8 

5 51 
24 


| Quere, What Chance has the younger Hand 
to take in an Ace, having none dealt him ? 

The Number of Cards in which the four Aces 
are contained being twenty, and therefore the 
Number of Cards, out of. which the four Aces 
are excluded, being fixteen ; it follows, that the 
Number of Chinces. which there are for taking 
in three Cards, amongſt which no Ace ſhail be 
found, are the Number. of Combinations which 
been Cards may afford, being taken three and 
three, which Combinations are thus found. 

You are to multiply 16 by 15, that Product. 
by 14, which make 3360, being the whole 
Number of Chances of the three higheſt Num- 
bers, for a Dividend ; then you are to multiply. 


into. one another, the three loveſt Numbers 105 2 
Diviſor, 


33 Exaurrz 
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ExAMPLE II. 


Thus, 16 
90 
16 
a4 
14 
. = 
24⁰ 
3360 The three bigheſt d Number: far TY 
Dividend. 4 
Thus, 3 


The three U Numbe 3 for 3 
| Divifor. 

Dividend. 
Divifor 6 3300 | 560 


36 

„ 

Now all the Number of Chances, as found in 
the preceding Caſe, being 1140; from whence 
it fellows that the Probability of not taking in an 
Ace in three Cards, is five hundred and fixty and 
eleven hundred and forty, or 560 to be ſubſtraQed 
from L149, which ſolves the n. . 


| Thus, 
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Thus, 1140 
SubſtraQt 560 


580 for taking in an Ace, and i obs 
againft it. Which when re- 
duced, will be found to be 
29 for taking in an Ace in 
3 Cards, againſt 28 for not 
doing it. ' 


cH A p. III. 


E TC us fuppoſs a Pack of Cards, containing 
36, to be equally divided between A and B. 
Ef What is A's Chance for having four 


certain Cards (or four Aces) in his eighteen Cards 


dealt him? 


You are to multiply the four higheſt Numbers 


together, in order to find out the whole Number 
of Chances, which make 1,413,720. 


Then you are to multiply the four higheſt 


Number's of A's 19 Cards, which make 13,440 


for a Diviſor; after you have divided the whole 


Number by A's Chances, that Product ſolves the 
ueſtion. 


Thus the whole Number of Chances: Viz. 
1,413,720, are to be divided by ** Chance, viz. 


73,440, which ſolves the "a 


Fx AMPLE 


. — — — * 80 
— * —— — ow _— 2 


4 a. a+ - 4 7 
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EX ANNE J. 


PO. The whole. 
Ns Chance, 73440 [1 413,720 
73440. 


19,25 


| 679320 . 18,25 agt. A, 
„ 


183600 
146880 


367200 
367200 
| ' Thus you may ſee chat it is 18 nearly to 1 


N . A's having any four certain Cards deal, 


ExXAMPLE * 


Let us try whether the foregoing Cafe, as 


ſolved, will exactly _ with our former Di- 


oo. CE 


Which is to mutig! in the Ye Feat Order, 
viz. 18 by 17, that Product by 16, and that 


Product by 15, which make, as in the preceding 
Caſe, 73440 for A, which is to be divided by the 


four loweſt Numbers, multiplied into one another, 


VIZ. 1, 2, 3, 4, they make 24. 


Thus, 24 435 13-440  Zobo for A. 
72 


14 
144 


Then 


1, Subt. for A. 


— — — — 
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Then you are to multiply, as in the preceding 

Caſe, 36 by 35, that Product by 34, and that 

Product by 33, being 1,413,720 the whole Num- 

ber of Chances, which are to be divided by the 

four loweſt Numbers, viz. 1, 2, 3, 4, multiplied 
into one another, which make 24 for a Diviſor. 


Thus, 24 — 1,413,720 | 58,905 
1260 „ 
ad | | 
213 ET 
192 
— 
2168 
120 
120 


"Now, in order te find out the exact Odds, you | 


are to divide the foregoing Number 58, 905 by 


A's Chance, viz. 3060, which Product ſolves the 


Qual en- 
Thus, 3060 | 5 58,905 2 1025 


"TX 18,25 again A. 
N | 


1650 
6120 
15300 
15300 


CHAP. 
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E H A P. IV. 


1 E 


ASE S calculated, in order to ſhew the 
x Player the 8 for and againſt him, to 

: wh, or not to be 77 

irſt Quere, hat i is * hs „ oy that A hotds 
one Trump or more in his fax Cards dealt him? 
nv It is nearly nine to two for him. 
Second, What is the Chance that A holds any 

one out of two certain Candas. viz. Ace or King 
of Trumps * | 

Anſwer, It is nearly three to one againft him. 

Third, What is the Chance that A holds any 
one out of three certain Cards, viz. Ace, King, of 
Queen of Trumps ? 

Anſwer, It is nearly nine to five againſt him. 
Fourth, What is the Chance that A holds any 
one out of four certain Cards, viz. Ace, King, 

| Queen, or Knave of Trumps ? 1 

Anſwer, It is nearly ele ven to nine againſt him. 
Fifth, What is the Chance that A holds any 
one of five certain Cards, viz. Ace, King, Queen, 
Knave, or Ten of Trumps? 

Anfwer, It is neaily ewenty-cight for him, to 
twenty. five againſt him. 

Sixth, What is the Chance that A holds any 
one of fix certain Cards, viz. Ace, King, Queen, 
| Knave, Ten or Nine of Tromps ? 

Anſwer, It is 251 three for him, to two 
againſt him. 

Seventh, What is the Chance that A holds any | 
one of ſeven certain Cards, viz. Ace, King, Queen, 
Rnave, Ten, Nine, or 8 of Trumps ? 
Anſwer, 
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Anſwer, It is nearly thi irt y-nine for him, to 


twenty againſt him. 


Quere, In how many Deals am I entitled to 


turn up Jack? 
Anſwer, It is nearly an equal Wager that you 


turn up Jack once in eight Deals. Thus, there 
deing four Jacks in a Pack of faſty-two Cards, 
_ conſequently, there is one Jack in thirteen Cards; 
therefore multiply. 12 by o,), which ſolves. the 


DEED 


According to Mr. Demoivre's-Doarine. 3 4 
Quere, Firſt, What Chance that A holds either 
Ace or King of 'Irumps? 


Forty-five Cards being the Number, you are to 


multiply 45 by 44, which is 1980 for * whole 

Number of Chances, 

The whole Nuniber of Clinch, 1980 
A's Chance to bold one or the other, \ 


that he holds A and not B, multiply 30 234 


by 6, which gives 


That he 11 * and not A multiply "un. 
as before - and as q 234 
From the whole Malber ſubſtracc 5 468 


Remainder "id him 1 512 


Therefore, it is nearly three to one, that he 


holds neither Ace nor King of T rumps- 


hath 


5 
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CH A P. V. 


ALCULATIONS at Whiſt, N 


C Odds upon winning the firſt Game: of the 
Rubber, and alſo any Point of the ſecond Game. 


Suppole Elder Hand. for agt. 
N ift Game, and g love of the —.— 
Game, i ge dT yew I to 1 
Firſt Game, and 8 love of the ſecond, I 
is nearly 3 0 Re - n a 
Firſt e and 7 love of tlie ſecond, 7 9 0 
* A a 5 9 
Firſt une and 6 love of the ſecond, 3 
Firſt Game, and 3 love of the ſecond; 1 
Firſt Game, and 4 love of the ſecond, 44 
Firſt Game, and 3 love of the ſecond, 4 1 
Firſt Game, and 2 love of the ſecond, 7 2 
., Firſt Game, and 1 love of the ſecond, 6; 


The Uſe which may be made of the foregoing 


Table. 


Suppoſe A and his partner are one Game of 


the Rubber, and 9 love of the ſecond Game, 


and twelve Pounds depending, it is plain that A | | 
and his Partner, are entitled to receive eleven | 
Pounds of the Stake depending, and the Adver- 
ſaries one Pound only. 

The like Method (in Caſe of Sraling the 
Stakes) may be taken in any other Score of the 
Game. 


Let us ſuppoſe that 9 love with the Deal, js 
nearly 6 to 1. 


With 
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| With the Deal. for agts 
Firſt Game, and 5 love of the ſecond } 
Game, is nearly 
Firſt Game, and 8 Jove of the ond 
is nearly 3 and 4 per Cent. more than 
the former. 


Firſt Game, and 7 love of the ſecond, 


13 to 1 


. 10 

. f 

| Firſt Game, * 6 hw of the foe, i 
Firſt Game, and 5 love of the ſecond, 6 

Firſt Game, and 4 love of the ſecond, 5 
Firſt Game, and 3 love of the ſecond, 43 

Firſt Game, and 2 love of the ſecond, 4 
Firſt Game, and 1 love of the ſecond, 7 


| CALCULATIONS at WHIST. 


Variations. The two Letters (or Cards) A, B, 
or 1, 2, may be placed two different Wa 258, VIZ 
A, B, or B, A, or 1, 2,-0r-2;- 1. 

A third e Co may be placed be ſore them, 
between them, or after them, that is, three 
Ways. 

Theſe 3 multiplied by 2 make 6, that is to 
ay, by the different Poſitions of A, B, C, arc all 
the different Ways that three. Letters, or Numbers 
can be ranged in a different Order. 

And if a fourth Letter D be introduced, multi- 
ply the Variations of three as already by four, 
and ſo on to the End of new Numbers. 

Hence, tirſt Rule, multiply the Number of 
Letters or Figures, whoſe Variations or Chances 
are ſought into the inferior Numbers, Gown to 
Unity or one. 


1 55 
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PE How many different Ways can I range five 
Letters or Figures ? 

To find the Numbers, you are to multiply them 
In the following Order, viz. you are to multiply 
5 by 4, which make 20; that Product is to be 
multiplied by 3, which make 60; and that Pro- 
duct is to be multiplied by 2, which makes 120; 
which ſolves the Queſtion. 


Second Combination, or Election, Fe out of an by - F 


Number of Cards, I am to chuſe any 2, any 3, 
&c. how many Ways may I vary my Choice? 
Suppoſe the Number of Cards to be thirteen, 
and that I am to chuſe two of them; firſt, I may 
chuſe any one of the thirteen, then I may chute 
any one of the remaining twelve. 
And if am to chuſe three Cards, I may chuſe 


one out of the remaining eleven; therefore, o 
find out the Odds, you are to multiply the two | 


higheit Numbers together, which are 13 by 12 


they make 156, and are all the various Ways of 


chuſing two in the firſt Caſe ; and 13 multiplied 


by 12, and that Product multiplied by 11, Which 


make 1716, r all the Varietics of Choice of 
three Cards i he ſecond Caſe. 

But we muſt conſider, that when we chuſe tu? 
Cards, whether I take A firſt, and then B, or B 


Hirt, and then A, I ſtill hoe the fame Letters; . 


id is plain, that I muſt divide 156 by 2, that is, 
by the Variations of two. 

And when I chuſe three Cards, I mu divide 
the Number 1716 by 6, that is to ſay, by the 
Variations of three; "og however the Order in 

chuſing them may be varied, they are ſtill the 


fame Letters, and the Choice ! is the ſame. 
Hence, 


% oa a 
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HFence, ſecond RuLE. | 

Multiply the Number of Cards (in this Cate. 

being 13) out of which | am to chufe into the nex- 

inferior Number (12) and then into ſo many infe- 

rior Numbers, gradually as you are to chuſe Cards. 

Then divide the whole Product, by the Variati- 
ons of the Cards you are to chuſe. 


ExAMPLE. 


I ͤam to chuſe two Cards out of thirteen. How 
many different Couples may I form? | 
Anſwer, You are to multiply the two higheſt 
Numbers together, being 13 and 12, which make 
156, and then divide that Product by 2, which 
are the Variations of the 2 loweſt Numbers, viz. 
I, 2, which Product makes 78, being the Anſwer 
to the Queſtion. | 

Or J am to chuſe 3 out of 12. 
FTherefofe multiply 13 by 12, and that Pro- 
duct by 11, which makes 1716, and then divide 
that Product by 6, which are the Variations of the 
3 loweſt Numbers, viz. 1, 2, 3, which Product 
| makes 286, being the Anſwer to the Queſtion. 
The three higheſt Numbers multipl.ed into on- 
another. 
| Dividend. 
Diviſor 6 | 1716 | 286 

5 18 
51 
48 


3 — 


9 4 Or 
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Or I am to chuſe 4 Cards out of 13. 
Therefore multiply 13 by 12, that Produc 
by 11, and that Product by 10, which make 
17160, which Product is to be divided by the 
four loweſt Numbers multiplied into one another, 
Viz. 1, 2, Js 4. 
The 4 higheſt Numbers as before, make 17160 
'The 4 loweſt Numbers as before, make 204 
Dividend. 
Dirifor 24 | 16 F166 | 715 


36 
24 
120 
e 3 
Therefore it is 714 to 1, that out of a Pack of 
Cards containing thirteen, that you do not draw 
four certain Cards, 
I would range a certain Number of Cards, 85 in a 
certain Number of Places. 
| Ah KULE. 
Multiply the higker Numbers of the Places to- 
gether, a as in the ſecond Rule, but do not divide. 


EXAMPLE. 


How many Ways can I range two Cards in 
thirteen Places; | 

Anſwer, You are to multiply 12 by 12, which 
ſolves the Queſtion. 
e 
412 

156 Ways. 3 

ba wy How 
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How many Ways can I range four Cards in 


thirteen Places? 


Anſwer, You are to multiply the four higheſt 


Numbers into one another which folves the 
Queſtion. 


Thus, 13 
12 
975 
11 
156 5 

156 


1716 
19 


Make 1 37 160 Ways: 


NV. B. I do not divide as in the Example to 
the ſecond Rule; becauſe I then fought only how 
many different Choices J might make: Here 1 


range my Cards differently, not only with regard 


to the different Places J put them into, but alſo to 
their Variations of Poſition amongſt themſelves. 


Application of theſe Rules at W HIST. 


Firſt Quere, What is the Chance that my Part- 


ner holds two certain Cards? 

Suppoſe the Number of Cards in the three 
Hands to be thirty-nine: By the third Rule, theſe 
two Cards may lie in the three Hands: Thus, 
multiply the two higheſt Numbers together, VIZ 
0 by 36, which make all the Ways, 


V*3; Ways 
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And by the ſame Rule, they may lie in 


my Partner's Hand; 13 muitiplied by 12, Ss; 


which make 156 for my Partner's Chance, { *'- 
which is to be ſubtracted from the Whole.) 
— 1320 

| Anſwer, 1326 to 16. which when reduced 
1 17 to 2, that my Partner has not two certain 
| Cards. | 

Second Query, That of the two Cards; A and 
B, one only lies in my Partner's Hand, and tha 
the \dverſaries hold the other. 

A in 1 of 13 Places. 
B in 1 of 26 Places. 


mae; be: 18 


together 26 


5 

B in 1 of 13 Places. 

A in 1 of 26 Places. 
Multiply "oF - 
TT = 2 


38 


Third Query, That the Adverſaries hold A and B. 


Total of Chances as before, - 1482 
By the third Rule, two Cards in twenty-J} 
| fix Places are 26 multiplied by 25, which 
make 650; theſe are to be ſubtracted 
: kom the W hole EE IT ET oC 


The 


650 


Remainder 832 
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The Chance then is 832 to 650, or when re. 


duced, is 32 to 25. 
Poor of the Or NATION. 


That my Partner holds both Cards is 156 
That he holds only A is F 
That he holds only Bis = - 338 
That the Adverſaries hold both is 6 50 

1482 


What i is che Clinnce that my Partner holds three 
certain Cards? Suppoſe the Number of Cards . 


be thirty-nine in three Hands. 


Io find the whole Number of Chances, you 
are to multiply the three higheſt Numbers into one 
another, viz. 39 10 38, _ that Product by 37. 


which make 54804 
And to find my Partner? 8 ; Chance, you"). 
are to multiply the following Numbers into 
one another, viz. 13 by 12, and that Pro- 
duct by 11, which make 1716; which is | 
to be ſubſtracted from the whole Number. 


| Remainder | 5 3088 


Therefore we find it is 53088 to 1716, that my 
Partner does not hold three certain Cards. 


When reduced, it is nearly 31 to 1 againſt my 


Partner. 


Firſt Query, What is the Chance, that the 


Dealers at Whift have four Honours ? 
Anſwer, Twenty-ſeven to two againſt them. 
Second, What 1s the Chance, that the eldeſt 
"Hance have four Honours ? 
Anſwer, Twenty-three to one againſt them. 


Chances. 


1716 


— 


. 
— 
4 — 7 1 


15. 8 
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Third, What is the Chance, that either Side 
have four Honours? 

Anſwer, Nearly eight to one againft em. 
Fourth, What is the Chance, that the Dealers 
have not three Honours? | 
Anſwer, Thirteen to ſeven aguinff them. | 
Fifth, What is the Chance that the eldeſt 
Hands hve three Honours? 


Anſwer, Twenty to feven nearly, againſt them. =_ 


 Suppoſing a Heap of thirteen Clubs, alſo a Heap 
of thirteen Spades. 
Quere, What Chance that you take out of both 


Hlexps the two Aces, or any two certain Cards? 


Anſwer, Thus ſolved, The Probability of taking 
an Ace out of the firſt Heap, is thirteen, or one 
Chance out of 13; and fo 1s the Probability of 
taking an Ace out of the ſecond Heap, one-thir- 
teenth, or 1 Chance out of 133 therefore, to find 
out the exact Odds, you are to multiply one-thir- 
teen by one-thirteen, or multiply 13 by 13. and 
that Product ſolves the Queſtion. 

Ihe, 13 

. 
39 
1 

5 169 Chances in the Whole, therefore 
it is 168 to 1 againſt you. 
Suppoſe out of a ſingle Heap of thirteen Card: 
of one Colour, you ſhould undertake to take out 
the Ace, and then the Deuce; though the Proba- 
bility of taking out the Ace be one-thirteen, or 12 
to 1, andthe Probability of taking out the Deuce, 
1s s alſo one Ahirtren, or 12 to one 3 yet the Ace be- 


ang 
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ing ſuppoſed as taken out, there will remain only 


twelve Cards in the Heap, which will wake the 
Probability of taking out the Deuce to be one- 


twelve, or 11 to 1; therefore the Probability of 
taking out the Ace, and then the Deuce will be 


one twelve, multiplied by one-thirteen, or multi- 
ply 13 by 12, which ſolves the Queſtion. _ 
Upon this Way of Reaſoning, the Doctrine of 
Combinations may be grounded. | 
« ; 56 a 
= 


156 Chances in the Whole, therefore 


it is 155 to 1 againſt you. 


CHAP. VL 


rio Sie on G A Chance, with 


their Solutions. 


And B, play at a Game of Chance, A has 
five to four in his Favour to win that Game. 
Quere Firſt, What is the Chance that A loſes 


two Games together, having five to four of each 
Game? 5 3 N 


The Method of finding out the whole Num- 
ber of Chances is thus: firſt, you are to add 5 and 


4 together, which are the Odds of the Game, 


in Favour of A; then you are to multiply that 
Product, which is 9 by Nine, which make 81 


and that is the whole Number of Chances, out 
of which you are to ſubtrat B's Chance, which 


is 4 to be multiplied by 4, which make 16, and 
the Remainder being 65, is in Favour of A, and 


Thus, 


1 


16 in Favour of B. 


— Nr 


—— — KEE" T7. JEET, OF « 
— . — ·‚— 3 . * 80 
2 ” = . 
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* u 
Add, 5 
Motiply, } 9 
VVV The Whole. 
3 b whole Num. of Chances, 81 
B's be 
Multiplied, 


16 B's Chance! to be fubtraQted UA 


i Buvonr vt 6; 65 | 
In Favour of B, 16 


oF he Whole 81 


Thenkee, the Odds in Fee of A are katy 


kive to ſixteen in Fayour of B, or nearly four to 
one. 

: lere Second, A has ſeven to | four for winning 
the ame of B. : 

What are the Odds that be 16 two Games 
together, having ſeven to four of each Game? 
has, . 


3 1 : 


— T - Whole. 
121 The whole Num. of C bances 121 


B's 


= 
\F 
"I 
K 
5 
* 
» 
9 
— 
E 
2 
3 
2 
=: 
24 
3 
© 
= 
IL 
2 
A. 
” 
E 
© I 
2 
7 
> 
. 
2 
A 
* 
8 
82 
: = 
* 
8. 
44 
8 
# 
by 
* 
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B's Ds} 4 
Multiply, 4 


16 B's Chance is to be ſubt. | 18 


In Favour of A, 105 
0 Favour of B, 16 
The Whole 121 
-When reduced it is fix and a half to one nearly. 
Quere, Third, What are the Odds of loſing 
three to two, twice tage ther? 
>=: %" all 


Mouliply +2 N e 
>. The Whole. 

5 25 The who! Number of Chances 25 

B's Chance 2 

Multiplied J 2 


5 ENG , 


4 B's Chance to be ſubtradted, 8 


In Favour of not loſing, SY 
Chances tor loſing, 4 
5 25 


. —A_ ws — — — 5 —— "we n p —— . ” mt — m — — 8 — — — — — I enaten — 8 — — — — — — — 
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— 


"Rs Fourth, "Mr are the Odds of loſing 
three to two, thrice together ? 

Jou are to add three to two, which ER 
five, then multiply that Product by five, which 
makes twenty-five; and allo multiply that Oy 

gs 
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duct by five, which make one hundred and twen- 
ty-five, which is the whole Number of Chances. 
Then you are to multiply the Chances againſt 
you, which are two multiplied by two, which 
make four; and that Product is to be multiplied 
by two, which makes. eight ; which are to be 
ſubtracted from the whole Number of Chances, 
and that ſolves the Quettion. | 


Thus]! 3 
Add, 2 


5 e : 
woll, } 7 
| I25 Whole Number of Chances 125 | 
Againſt } 1 
you, E 
Multiply, f : 


8 Againſt you, ſubtract * 8 


Chances | in Favour of winning, 117 
| Againſt winnings 


125 


By taking che like Method you may find out 
| the Odds 3 in any greater Number of Games. 


Quere, Fifth, What are the Odds of loſing fire ; 
to three, thrice together. 1 F 
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A 


Ip 


Multiply, 


— — 
S © 


| .e| 


12 Whole Numbers of Chan,es «12 


A 


Againſt 


you, 


— — 
UW DW 


U2 NO | 


Multiplied 27 Againſt winning, to be ſubtract. 27 
| In Favour of not le frag, 485 
Againſt winning, 27 


512 


When reduced it is nearly twenty-eight to onc. 
The foregoing Rules and Examples are ſo 

plain, that we think it needleſs to give more 

Examples. . | e 
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CHA PV. 
CoMPUTATIONS on Dice. 


IRS. Quere, How many Chances are there 
upon {x Dice? 

Anſwer, jon iſon aon 3{on 4lon sſ on 6 
| Chan 6 3612161129617776{146656 


The whole Number of Chances are to be found 
out by Multiplication, according | to the following 


Operation, ; 9 
Operation, i . . „ 
Two Dice, 1 „ 
'ihrce Dice, ) ht dS 210 
Four Dice, =_—_ . 1296 

185 6 
Five Dice, — — 5 N 7776 
Six Dice, 2 — | — 46650 


Thus you may proceed for an) greater Num- 
ber of Die. 
Second Quere, What are the Odds of throw ing 
ſix or ſeven in two Throws at Hazard with two 
Dice? 
Anſwer, You are to find out the whole Num. 
ter of Chances, thus: 5 the higheſt Num 
Ber by itſelf, viz. 6 by 6 , which make 36; then | 


tha: 
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that Product is to be multiplied by itſelf, viz. 36 
by 36, which make 1296; being the whole Num- 
ver of Chances: Then the Chances that may loſe 
are 25, becauſe 6 and ) have only 11 Chances in 
their Favour to win, and 25 againſt them, they 
make 36; therefore multiply the Chances that 
loie, being 25 by 25, which make 625; ; then ſub- 
trad it from the whole Number of Chances, which 
folves the Queſtion. 


1 nus, 36 "TM 


. 6 The whole N amber of » nances, 1 296 


25 
25 
125 
* 
625 The Chances that loſe are to be 6. 
1 ſubtracted, 8 1 23 
7 In Favour of throwing 0 or 7 in 6 
| EWO Throws, - = | 71 1 b 4 
1 . Againſt throwing 6 or 7 in two | 1 
hs I Throws, — ö 625 | 
N 1296 


Py 
1 
— 
— 


R r „ „ — —— uU P » 2 — 
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In order to prove the SN ORs © the Chances 
to win may be thus reckoned. 
_ Viz. Multiply ur by 11, make 121 
Then multiply 11 by 25, make 275 
And 25 multiplic4 by 11, the fame 275 
To threw 6 or 7 in two throws 3 
Againſt throwing 6 or 7 in two 
. 56 
The . oY 
Now in order to know how much per Cent. 
thoſe gain who undertake to throw 6 or ) in two 
Tprous at Hazard, by the Rule of Three you 
may find it out. 
Thus, It 1246 gain 46, what will 100 gain. 
Anſwer, 3l. 11% "od. per Cent. 


Quere, Third, In how many Throws may you ] 


undertake upon ar. Equality of Chance, to throw 
two Sixes upon two Dice? 

Anſwer, The whole Number of Chances upon 
two Dice are thirty-ſix, out of which thete is 
but one Chance for throwing two Sixes; there- 


fore, (according to Mr. Demoivre's Doctrine) you 


are to mulcip) j 35 by 0,7 which ſolves the Queſ- 
tion. 
Thus, 35 
„„ 


24,5 Vou may undertake to do it in 

twenty-four 'Throws and a half. 

Quere, Fourth, In how many Throws with 

three Dice may you undertake to throw three 
Fixes? 


Anſwer, The whole Number of Chacees upon 


two Dice being 36, and as a third Die is to be 
added 


109 J6 62 5 fubtra& 


ai tn. AT foo — r * _ 


r 
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added, you are to multiply 36 by the higheſt 
Number ot the third Die, which 1s 6, that Pro— 
duct is 216, out of which there 1s but one Chance 
for throwing three Sixes, and 215 againft it; 
therefore, you are to multiply 215 by 0,7, which 
makes 150,5, and ſhews that the Chances requt- 
ſite mutt be 150 and 2 
'Thus, 36 

6 
216 The Whole Number of Cheney: 216 
The Chances to win, 1 


Again doing it, 215 
For throwing, I 


216 
215 
0,7 
15,05 The Chances to be thrown upon an 


- Ecualit7. 

Quere, Fifth, What is the Chance of throwing 
ix or five at Hazard; in two Throws with two 
Dice ? "0 

The whole Number of Chances are to be found 
by multiplying 36 by 36, which make 1296; then 
the Chances for thoſe who undertake to throw ſix 
or five in two Throws are to be found by multi 
plying 27 by 27, there being ſo many Chances 
againſt them, which make 729, which are to be 
ſubtracted from the whole Number of Chances, 
and there remain 567, for thoſe who undertake te 
throw ſix or five | in two Throws. 


X 3 IE hus, 


Fr gyro nr ang Em 


233 An En84ay on the 
hu, 38 


127 
925 


729 The Chances againſt ; 729 
throwing ſix or five, 

The Chances for throwing, 567 

The Chances againſt it, 729 


. 2 


1296 


X: The Chances to win may be thus reckoned, 
multiply 9 by 9, which make 81, then multiply 


9 by 27, which make 243, and then multiply 27 


by 9, which make the ſame, N 

Thus, Nine multiplied by nine, make - 81 
Nine multiplied by twenty-ſeven, make - 243 
Twenty-ſeven multipticd by nine, the ſame, 243 


| Againſt throwing 6 or 5 in 2 Throws. 
As above, is  — _ — 729 


For throwingg — — 567 


HY Ig — nn 


50 The Difference, 162 

If you would know how much per Cent. is 
gained ayainſt thoſe who undertake to throw fix 
or five in two Throws, with two Dice at Hazard; 
it may be found out by the Rule of Three, as ina 
former Example. Fes | 


Thus, 


4 1296 Whole Number of Chances 1296 
Multiply, PE ly re 


567 


* _—_ „ WES — ata * 1 4 1 Tr 0 2 22a) = CO 
2 * 2 8 . N Ae RW 7 [ TY * S a N 4 ER 4 * 

/ 8 5 23 % r LY a — 3 n r "> 1 8 gens * X ; 
ee ns tp 8 STC „ T TALON a DE IR i I eh or lth 7 "I 
TCF n . n 8 Fe g SELF: ES Ry 

: bo? a : . £ G Nah 5 2 CER 8 


= 
Ws 
5 
Wy 
bl 

3 
3 
3 
Wo 
7,9 
Xl N 
| 
* 
37h 2 
2 5 
FN 
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Thus, If 1296 gain 162, what will 100 gain. 
Quere, Sixth, In what Number of Throws 


may you undertake to throw three Sixes twice 


with three Dice. | 
The whole Number of Chances on three Dice, 


as before is found out to be 216, out of which 


there is only one Chance for throwing three Sixes, 
and 215 againſt it; therefore, multiply 215 by 
1,678, and that Product ſhews the Number, viz. 
360 Chances nearly, according to Mr, Demoivre's 


Doctrine. 


E x AMP L E- 


Thus, 1,%8 
e 215 


| 8390. 
1678 
3358 


* 


360,0 The Whole. 
Quere, Seventh, What is the Chance of 
8 an Ace in the firſt Throw with four 

ice. . 
Anſwer, The whole Number of Chances upon 
four Dice are found out as before to be 1296. And 
to find out the Chance for throwing an Ace the 


firſt T hrow with four Dice, you are to multiply 


5 by 5, which make 25, that Product is to be 


multiplied by 5, which makes 125 for the third 


Die; and that Product is to be multiplied by 5, 
which makes 625 for the fourth Die; then ſub- 


tract 625 from the whole Number of Chances, 


Thus, | 


which are 1296, it ſolves the Queſtion. 


— ——U—An— — . - "2M 


E 
| Thus, | 1 0 a. 6 

| 1 8 
Two Dice, . 
2a] 15. 
Third Die, © 


Fourth Die, 1296 Whole Number 1296 


3 
TL 
*F'wo Dice, „ 
„% - 
Fourth Dee. 625 For throwing 4 
Ace the firſt Throw with four Dice; þ 625 
this to be ſubtracted from the Whole, | : 


| Againſt throwings 671 


For throwing, 625 


The Whole, 1296 


When reduced the Odds are düse n to twelve 5 


nearly, for doing it. 


Quere, Eighth, Suppoſe you undertake to 
throw an Ace, a Deuce, a Three, a Four, 2 


Five, and 'a Six, with fix Dice, bow is this 0 


be ſolved ? 
Anſwer, 


" Rm - _ : a 1 . . * * a 9 4 1 
1 in oa Fe ”—_ Fee TEE ICE nr e c b e W Y FAS on hee IT 
2 Mons 5h a NOI NTT. Fs, OE my Co nes ye n „ n ra n "pts ob Pe as Br nr pa . — — 1 q 
* F . ³ h 8 wh x 2 ped Fa WO I, + . : 7 
2 =o EINE 0 Mende 8 pf 1 1 GS 2 7 5 
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Anſwer, You are to multiply the fix Numbers 
into one another, viz. I, 2, 3, 4, 5, 6, which 


make 720; then find out the whole Number. of 


Chances upon fix Dice, which are 46656, there- 
fore the Odds will be 46656 to 720, againſt 
doing it; which when reduced will be fixty-four 
to one nearly. 


Multiply ſix Numbers into one another. | 


Thhys?* 4 
5 F 


720 „ Which is to be the Diviſor of the 
whole Number. 


| Dividend. 
Diviſor, 720 | 46656 
] 4320. 


— 3 ů—*³᷑³ð 


3456 
2880 


64 to 1 nearly. 


570 . 
CHAP. 


236-2 An ESE * on ther 


CHAP. VIL. 


Tn a Littery 10 fad out the Number of. e 


which is requiſite io entitle Jour 4% 4 wine pon 
an e of” Chance. HER 4 $7 2 5 W231 16 


1 E T us ſuppoſe in a Lottery, Where there ate 


twelve Blanks to one Prize. 


Quere, Firſt, How many Tickets are requiſite 


to give you an equal Chance to get a Prize ? 
You are to multiply 12 by o, ); that. Product 
tolves the Queſtion, according to Mr. Demoivre. | 
1 12 


929 | | | | 3 


8.4 Nearly eight Titel 


Quere, Sccond, Suppoſe ten Blanks to a Prize ? f 


Multiply as before, 10 by 9775 
Thus, 10 


057 


7,0 Seven Tickets exactly, wal give an 
equal Chance for a Prize. 


Gere, Third, Suppoſe twenty Blanks to a 


| Prize ? 


br Fe 
5:71 :0 


14,0 Fourteen Tickets. 
Suppoſe in a Lottery, where there ale twelve 


| Blanks to one Prize? 


Quere, Fourth, How many Tickers © are re- 


quiſſte, to make it an equal Chance for grivny | 


two Prizes Pp... 
| You 


8 2 "ou p 1 et BS a - 4, n. . nes Fo” DOR Vets: IRE Y 7 8 N * 4 0 5 2 

nn _— _ q ab} ates, elite ee 8 een ET BB, W * x r I MS 1 2 8 2 
. l Un AR EL ee 45 r dy 3 . 8 3 N Si, x : 2 98 ones 5 L 1 1 * 
DIS 8 FS IL EDS 00d IB EE DYTS, FF N L , . . } 
7 3 W. Mel 4s k \ * - l z * x . I — 
oe, C 3 . D 7 

FANS [3 4 6 N 2 

1 9 
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Vou are to multiply 12 by 1 678, which ſhews 


t is nearly 10 Tickets. 


Thus, 1,678 
CY 12 
ESE... 


- 20,136 Tony Tickets nearly, 


| Subj a Lottery, of ten Blanks to a Prize. 
Quere, Fifth, How many Tickets are requiſite 
to make it an equal Chance for getting end Pri- 


zes? Multiply as before. 


10 buys 1,678 
19 


16 Jo Seventeen Tickets nearly. 


Sup poſe, a Lottery, of twenty Blanks to a Prize. 
, Sixth, How many lickets are requiſue 
to make it an equal Chance for getting two Dit. 


zes: Multiply as before. 


Thus, 1,678 
| 20 


2 75 
35,560 Thing three anfl a ha! 


heath : 


— —— 
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[5 3 2 - [50 — >| — 2 


The Value of an Annuity of one Pound a Year 


upon a ſingle Life, Intereſl of Money at 4 
er Cent. calculated according to the Lon- 
don Bills of Mortality. 
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E Value. Jn. Value. 8 Value. 
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DocTRINE of CHANCES. 24% 
Doctor Halley, Profeſſor of Geometry in the 
Univerſity of Oxford, hath framed the foregoing 
able, ſrom Tables of Births and Burials that 
were in Breflaw, the capital City of the Province 
of Silefia in Germany, for five Years, viz. from 
1687 to 1691 incluſive, drawn up monthly by one 
Dodd or Ne man of that Gitys and communicated 
to the Royal Society here: This Table ſhews the 
Number of Perſons that were living in their r re- 
ſpeQtive Ages current. 

Some Uſes which may > be made of this Table. 
Suppoſe it was requued to know the Odds of 4 
Man of 25 Years of Age, dying within a Year? 
Look in the Table, and you will find in the 
Column ab ainſt 25, that there are alive 567; in 
the following Year, viz. 26, there are only 560 
living; therefore it is 560 to 7, that a Perſon of 


Twenty-five Years of Age lives one Year. 1 l 


when reduced, 80 to 1. : 
If you would know the' Odds of zl Man of Pony, 


living ſeven Vears, you will find the Number of 5 
Perſons alive at 47 in the Table to be 377, which 


are to be ſubtraQted from the Number of Perſons = 


alive at forty Years of Age, which are 445; the 
Difference be ng 68, ſhews that the Perſons dying 
in ſeven Years, to be 68; therefore it is 377 to 
68, or nearly 5 anda half to 1, that a Man of 
fort y lives ſeven Years. 

Tf you would know how many Years a Man ot. 
forty has an equal Chance to live, look in the Ta- 
ble againſt forty, and you will find alive then 445; 


then look in the Table till ycu come to half that - 


Number, viz. 222, which ſhews that it is nearly 
an equal Wager that a Man of forty Years of 
Age, lives twenty-two Years, 
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Ar.cvL xTIONS, alle Bing with, moral Cer- 


tainty, how to. play well, any Hand or Game, 
b ſiewing the Chances of your Partner's having 
I, 2, or 3;certain Cards, „ Page 1 


| Some Computations, for laying your Money at the 


Game of Whiſt, 


4 
| CHAP: 1. Some General, Rules to be obſerve by 


Beg! inners, 6 


: Haß. III. Part vii nds and the Fd 


in which they are to be played, after, a Learner 
has, made ſome Progreſs in the S Phi 14; 
CHAP. VI. Partieular Games to be playe d, by 


which you run the Ne of obe one Tock only 
to ain chree, „ , 20 


| CHAP. VIII. 'A Caſe to demonſtrate tha Danger 


of foreing your Partner, nn , 24 


CHAP. XIII“ A Caution not to, part with the com- 


mand of) our Advetſaries great Suit, &c. p. 35 


| CAP. XV. Contaired in the Artificial Memory. 


CHAP. XV IL. A Dictionary fon \W hifi, which 
; reſolves almoſt all the critical. Caſes thai may 


happen at the Game, by W. 7 of Qeſhon and 
Anſwer, Ie 1 p. 4 


CHAP. XVII. An Explanation X the Technical 


Words, 1 by M53. 
CHAP. XIX. Fan in Aol Memory. | 
RE» 5 „ 
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Rank or Order of the Cards when they are not 


Trump, page 71 

Nank or Order of the Cards when Trumps, 71 
Rank or Order of falſe Matadores, — 3 
Calculations and Explanations of them, „ 


Garnes to be played in Red, calling a King, 75 
Sames to be played in Black, calling a Kine, 78 
Games to he played in Black /ans prendre, 80 
games to be played in Red Jan, Fre e . 

1 at Quadrille, 5 - vs 


B A CK G'AMMON. 


A TABLE of the: thirty- | How to find out 2294 1015 "TY 
_ Ghances, - with Bi-] wardeſt to win a Hit. 

ections how to find out | Caies ſtated for BAcx- 

* Odds of being hit, GAM s, with Directi- 


1 


upon ſingle or double | cns how-to play for one. 
Dice. Cates tated, how to kH 
Ri es whercby a Beginner! When you may have the 
may with due -Attenticn better uf ſaving a Gam- 
to them, attain playing mon by running. | 
it; well. E Variety of Cafes of Gut 18. 


The ſeveral Stages for car- | ity and Inttrucion. 
rying your Men home, The Lans of the Gare, 
in order to lole 0 Foint. p< NE : 


i UE 1. 


General Rules * playing at a | page 42 
Some Computations, directing with. moral. 'Cer- 
tainty how to Diſcard well any Hand, P. 138 
Some Computations-for laying Money at the 
GSame of get, p. 14 
EA -² 4Ü of the Game of Hiquet, Pp. 48 

. CHESS. 
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Rules hm to play the Game, page 155 
Laws at Cheſs, - 1 * 1 


$1 * Kr D 8. 


Some Account of the Origin of Billiards, with a 
| Deſcription of the Table on which it is played, 


page 16g 


= Ru! es genere ly . at the common, or uſual 


Game, and the Inſtruments deſcribed which are 
made Uſe of in playing, „ 5.10 


Giving an Account of the different Kinds of 


Games played at Billiards, - pP. 173 
Containing the Odds uſually laid at Billiards p 178 


| Containing the Odds when two are given to the 


Adverfary, - IT „ 8p. 180 


＋ he Odds when two 64 four are received from 


the Adverſary, 33 — P. 182 


Containing the uſual Odds that are laid upon the 


Hazard, with ſome general Obſervations worthy 
Attention, . - - p. 183 


£ General Obſervations worthy Attention, 9 184 


T E N M b 


An Account of the Game en whereby A 


Perſon who has never ſeen a Tennis-Court, 


may learn in what Manner this Game is played, 


the uſual Odds, and the ee of betting at 


the ſame, e ei 15 187 
The Odds uſually Laid; en 192 
Various Methods of 15 Oc ey: v7 1093 
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